
What, no disk? 
Ask the newsagent! 







IN AN A1 

our Bills Tomato Game compo! 



REVIEWED! Lethal Weapon, Legends of Valour, Nigel 
Mansell, Campaign. McDonalds Land, BC Kid, Bill's Tomat 
Game, Rampart, No Second Prize and many more! 

»PED! Zool, Wizkid, Putty, Eye of the Beholder 2! 

IIS! Richard Joseph speaks! Gamesmastet Live previe 
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ONLY ONE MAN 

CAN HANDLE THIS MUCH 

ACTION AND ADVENTURE 
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15 NEWS 

What a month! Sensible Soccer 
V1.1 rears its not -unattractive 
head and those Lemmings 
creatures return for more mayhem. 

21 LETTERS 

Blah, blah, blah, blah, biah, blah, 
blah, blah, blah, blah, blah, blah, 
blah, blah (continued on page 21). 

25 ITS ALIVE! 

This December's Games master Live 
Show previewed, And doesn't it 
look just great! 

28 WORK IN 

PROGRESS 

We've really got it sorted this 
month on the WIPs front. For 
starters there's an exclusive look at 
Interplay's Star Trek game, then 
Team 17s Superfrog gets a once 
over and finally Ocean's WWF 
European Rampage gets the in- 
depth treatment. 



DISKS 9 

This month we're proud to pre- 
sent what we believe to be the 
finest pair of disks ever to grace 
a computer magazine. Suck em 
and see... 
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38COMPO! (1) 

Design a joystick and win yourself 
a Cheetah Charatteri Stick! 

41 THE ONE ON ONE 

Richard Joseph, who composed the 
tunes and Jingles in many of 
todays Amiga hits, is the man in 
the big black hot seat. 

44A1200-THE ] 

DREAM MACHINE 

Last month Commodore finally 
unveiled the next stage in the Ami- 
ga's evolution, and The One was 
there to find out all about it. 

49 REVIEWS 

A massive sixteen games covered 
this month, including US Cold's 
storming Legends of Valour and 
Virgin's Reach for the Skies. 



SUPERFROG 28 

/ Now it can be told. Fresh from the sue- 

f cess of Assassin (and just about every 

other game they've released), Team 17 

reveals the true story behind its upcoming 

amphibian antihero, the red-caped Superfrog! 



-"■ » I 'I ■ 



I HBliMi ■!■ 






GAMES FEATURED IN THIS ISSUE 




AIH SUPPORT 

IBERSTAR 
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WIN AN A1200! 94 

Yes, your chance to win onet of these new won- 
der Amigas in our great Bill's Tomato Came 
compo. By the way, don't forget the in-depth fea- 
ture on the machine on page 44! 





B.C. KID 
BILLS TOMATI 



PREVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



86 CHEAPOS! 

Our Budget and Bundles section is 
bigger than ever this month. How 
else could we cope with the tide of 
games that's come in? 

94 COMPO! (2) 

Count your tomatoes before 
they're hatched (or something) and 
win an Amiga 1200! 




96 SUBSCRIBE! 

We know you'll love this issue so 
why not get The One sent to your 

house every month for a year? 

99 KILL ZONE 

The usual definitive guides to all 
the hottest games. 

113 PDZONE 

Games!? For free!?!? No, you're not 
dreaming - it's called PD... 

116 DIARY OF A 
CAME 

The saga goes on and on and on... 

121 PREVIEWS 

Christmas may be soon upon us r 
but what's out after then? 

126 RECOMMENDED 

The Games Index is dead! Long live 
the Recommendeds! We think 
you'll like the change... 



BUNNY BRICKS 


CAMPAIGN 


REVIEW 


CONTRAPTIONS I3JBTO1 


COOL WORLD 


PREVIEW 



DRAGONS LAIR 3 



PREVIEW 



W.W.F. EUROPEAN 
RAMPAGE 36 

With WWF European Rampage the only 
game likely to stand a shadow of a 
chance against the mighty Street Fighter 
2 this Xmas, we decided the time was 
right to do a full Work In Progress on it 
which, you'll be pleased to hear r 
conforms to all EEC regulations. 



EYE OF THE BEHOLDER 2 TIPS 



LEEDS UNITED CHAMPS! 
LETHAL WEAPON 



REVIEW 



LEMMINGS 2 

iLDS LAND 



REVIEW 



NEWS 



REVIEW 



MANSELL'S CHAMP'SHIP 



SUPER CAL 
SUPERFROG 
TINY SKWEEI 
WEEI 



PREVIEW 



REVIEW 



REVIEW 
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NO SECOND PRIZE 


REVIEW 


62 


PREMIER MANAGER 


REVIEW 


82 


PUTTY 


TIPS 
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RAMPART 


REVIEW 
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REACH FOR THE SKIES 


REVIEW 


84 


SENSIBLE SOCCER V1.1 


NEWS 


16 


STAR TREK 


WIP 


33 



WIZKID 


TIPS 


W.W.F. EURO RAMPAGE 
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ZOOL 


TIPS 
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FLY TO THE HOTTEST SKIES 






IN THE MIDDLE EAST.. 
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We've spent a year, ensuring that both "Desert Strike™" 
and "Road Rash™" come to you with all the enhanced 
graphics and sound quality that you've rightly come to expect 
from your Amiga. 

The Middle East's looniest dictator is about to nuke 
anyone who stands in the way of his mad ambitions. 
A desperate US President turns to you to undertake a 
covert mission piloting a heavily armed Apache helicopter. 
From a $k top-down perspective, you'll be taking off on 27 
different missions including; rescuing MIA's, defending 
oilfields and taking out SCUD missile launchers. 




..AND ALONG THE HOTTEST TARMAC 



IN THE WILD WEST. 




All a million miles from the uncontrolled mayhem of 
"Road Rash", a score hingly fast biker race across America 
with no holds barred. 

Punch, kick and club your way to the prize money and 
upgrade your bike to an ever more frighteningly fast 
machine* like the terrifying Diablo 1000. 

The other competitors are not the only danger as you 



speed along five of America's most lethal highways. Hard- 
nosed cops, oncoming traffic, oil-slicks, even wandering 
catde and deer. 

Whether you yearn for the undying gratitude of the 
entire Western World or the grudging respect of Helldog 
the club wielding gypsy biker, these two fun-packed hits 
are at last yours. 






Available on Amiga 
and Sega™ Mega Drive™. 
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Sep and MepDrNE are Trademirks of Sep Enierprises Lid. 
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• TIME POR CHAOS • 

Atari 5T {STE Enhanced), 1 Meg Amiga & PC * I or 2 Player 

CI, Metropolitan Wharf, Wapping Wall, London Et 9SS. 1992 The Bitmap Brothers Published by Renegade 



Tel: 07 1 481 92 14 



COVERDISKSf 

This month's disks contain the host collection of demos you have ever seen. There's 
something for everyone here, from the fight of the century to amazing motorbike racing 
- how can you fail to be impressed? You can't, that's how. There's just one thing to 
remember when playing all these top-notch demos - we had enough trouble fitting them 
on two disks so imagine what you'd have got if we only had one. Food for thought, 
methinks. Once again Simon Byron is your host. 
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STREET FIGHTER 2 
MCDONALDS LAND 




STREET FIGHTER 2 

US Gold 

You may not he able to play this demo but we decided that 
because there's so much interest out there on 'the streets', we'd 
give you the opportunity to see first hand how the hardest 
game ever is looking on the Amiga. Sit back, put your feet up, sup m. 
cuppa and watch Ken and Ryu argue about who gets to play The Ofm'i 
demo disks first. Unfortunately there's no sound in this demo but reel 
assured thatth* finished version will be full up with beefy sound 
effects. 




SENSIBLE SOCCER V1.1 
1992-1993 5EASON 
NO SECOND CHANCE 
CREATURES 
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COVERDISKS 




McDonalds land 

Virgin Games 

If you're sick and tired of your console-owning friends trying to ram Mario 
down your throats, give then* this Dig Mac to chew on. There's the whole 
of the first world for you to try in this EXCLUSIVE demo. 

is McDonalds cola okay? 

Oncu the demo has loaded you'll need to move the player sprite off to the 
left of the screen to start Hie one-player gome (the two-player option is only 
available in the full game). If you wish you can swap between the charac- 
ters of Mick and Mac by bashing your head on one of the suspended red 
blocks. 

Once you've left this screen, and after a brief animation, you'll find your- 
self on the level-select screen. You'll need to reach the end of certain lev- 
els before the demo will allow you to progress on to the latter levels (i.e. 
you need to complete Level One before you can try either Two or Three) 
but you do not necessarily need to find the pass to exit - just reach the fin- 
ishing line and you'll return to the level-select screen. 




SENSIBLE SOCCER V1.1 
1992-1993 SEASON _^. 



You've been screaming tor 
it, so we'll give it to you. 
Here's the opportunity to 
try for yourselves the spectacu- 
lar upgraded version of the 
most popular game of the year. 
Red cards, yellow cards,, new 
teams... The list goes on but 
the most significant improve- 
ments are the introduction of 
the Supagoalies and the back- 
pass rule. Now, if you attempt 
to knock the ball back to your 
keeper, you'll actually be 
placed in control of the goalie 
allowing you to either clear the 
ball with a rather large hoof or 
dribble it into the opposition's 
halff 

After the blurb describing 
the game's newer features, 
you'll be able to select either a 
one-player or two-player game 





between Sheffield Wednesday 
and Laiio. Unfortunately you 
cannot choose which of the 
two teams you want to play so 
in the one-pleyer game you'll 
play as Sheffield Wednesday. 
There's no set time limit on the 
game - it will only end when A 
goal is scored by either player 
so if you're playing a friend 



and you're both rubbish then 
the potential is there for an 
extremely long slog. 

CONTROLLING THE 
GEEZERS 

The joystick will move tht- 
player nearest the ball or in 
possession of the ball (indicat- 



ed by the number over his 
head) and a quick tap on FIRE 
will pass the ball to the nearest 
colleague. Holding dawn FIRE 
for slightly longer will make 
the player shoot and you can 
apply after-touch by moving 
the joystick in another direc- 
tion just after the fire button 
has been released, You can 
curve or lob the boll with just a 
Simple joystick manoeuvre but 
there's far too many varying 
shots that can be performed to 
describe in detail here so it's 
probably best to experiment 
during play. 

You can call up a replay at 
any stage by pressing the R key 
and you can leave the replay by 
pressing FIRE. When a goal is 
scored, a replay will show the 
goal being scored again in slow 
motion and you'll need to sit 
through the Intro screen for a 
fe#r seconds before you can 
jump back into the game. 



CREATURES 



Thalamus 




Squeezed in at the very last minute comes this 
one-level interlude from the forthcoming Thala- 
mus release. These screens pop up now and 
again during the main game and require a keen brain 
if you're to save one of the flurry little Creatures from 
being tortured to death. 

In our demo, you must save Chip from the chain ■ 
saw death that he's about to be introduced to. The 
only abilities that our furry friend possesses to stop 
the ritual is being able to fire little flame blobs (by 
tapping FIRE) or emit a huge tflameball (by holding 
down RRE for a few seconds and then refeasing it). 
Vou control the creature in the standard way by mov- 
ing the joystick in the direction you want him to trav- 
el. 

You must work out what to do and in what order 



to do it. Contact with the various meanies will deplete 
your lives so avoid them if possible and r remember, 
you must save Chip before the chainsaw is slowly 
pressed into bis twitching stomach, Remember, Chit's 
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Once ^dually in the game proper you'll find that 
LEFT and RIGHT will move you in those directions,. 

UP will make you jump and DOWN will make you 
crouch. Pressing FIRE when standing next to a yel- 
low block will allow you to pick it up. The block can 
then be used to knock out the cutesy critters roam- 
ing around; throw the block in the direction you're 
facing by pressing FIRE again. Blocks with red gems 
in them can be used to fill in the invisible platforms; 
just pass over the platform whilst holding the spe- 
cial block. If you find a boat, just walk onto it to set 
sail; LEFT and RIGHT will move the vessel whilst UP 
will make you jump out. 

Your task is to find at least four of Ranald's pass- 
es (they look like red blocks embossed with a yellow McDonalds '»') and return them to the Club- 
house. If you monag« to do it the demo will end and you'll be able play it all again. Why not try for the 
full six? 

One final point • if you eventually want to reset your computer (which you probably will) you'll find 
that the demo will remain in the system and you'll need to physically switch of the machin* for a few 
seconds before everything is restored to normal. 
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Knowing you lot as we do. yau 
probably haven't read trie glow- 
ing review of No Second Prize by 

Mr Whitta in this very issue yet. I sug- 
gest you pop over to the revrews section 
and have a quick gander at what the 
game's about. 

Ah, you're back, are you? Looks pret- 
ty excellent, doesn't it? You would not 
believe the arrwing, wholesome and 
really rather fruity [Get on with it, would 
you - Ed.) demo we've managed to put 
together for you this month (we're still 
trying to get over the shock of how 
excellent we are). Basically, what you've 
got is most of the training option which 
lets you race five iaps around any of the 
five tracks on offer against either no 
opponents, one opponent or all five 
other racers in the smoothest bike sim- 
ulatton yet seen on the Amiga. I bet 
you're all dying to find out how to go 
about it. aren't you? Oh come on then. 

HOW TO GO ABOUT IT 

As soon as the demo has loaded, what- 
ever you do, DON'T PRESS THE MOUSE 
BUTTON because there's a fantastic 
intro sequence with rather groovy gui- 
tar-type music. The demo will launch 
into a kind of roiling demo w+iich will 
give you the opportunity to view the 
nifty 3D routines that you're about to be 
playing. When you've finished listening 
and viewing, tap the mouse button and 
the main game witl load. 

When you are presented with the 
main menu, select Training by clicking 
on it with the left mouse button, You'll 
hen be asked to select which leather- 



NO SECOND PRIZE 



Thalion 

clad bike-rider you want to play so have 
a quick butchers at all the participants 
and their various attributes as these dif- 
ferent abilities affect how well you take 
corners and the like. Select your player 
by clicking on their face and then the 
CHOOSE button and you'll be faced 
with yet more menus. Pick one of the 
five available tracks (track four is the best 
to start on as it only has a few tight cor- 
ners) by clicking on the course and again 
on the CHOOSE button. If you wish to 
see more info on the track before final- 
ly selecting, then dick on INFO before 
clicking the CHOOSE button. 

Choose the number of computer 
controlled racers, the sensitivity of :he 
mouse (two or three is the best sett ng 
for beginners), whether you want man- 
ual or automatic gears (manual for 
novices) and then prepare to race. After 
a brief loading period you'tf find yourself 
straddling a bike on the starting grid, 
and after the verbal countdown you'll 
be off... 

HOW D'YA WORK THIS 
BIKE THING? 

Well, it's as easy as riding a bike (yeah, 



I know it's crap but I couldn't resist it - 
sorry), The game is MOUSE controlled 
only which means that whilst It may take 
.1 few goes to get used to, after a few 
laps you'll be taking corners with ease. 
If you've selected automatic gears then 
the left SHIFT & ALT keys will be of no 
use to you as they change the gears up 
and down. 

To see a replay of the last few min- 
utes play, press the keys 1, 2, 3 or 4 
which pop up different views. You can 
then control the playback modes using 
the arrow keys. RIGHT and LEFT are fast 
forward and rewind respectively whilst 
arrow UP and DOWN are to play and 
pause. To return to the game, press 
SPACE. P pauses and Q re-centres the 
bike on the track (stationary and in first 
gear, unfortunately). 

There you go. told you it was easy 
didn't I? After the race you'll see all the 
statistics or if you crash you'N see an 
accelerated time depiction of the final 
laps which can be exited by pressing 
ESCAPE and then Y when prompted. 
When you finish you'll be ptaced back at 
the main title screen from where it is 
possible to do it all over again. 




LOADING 
YOUR DISKS 

(1) Whatever you do. don't 
try to insert both disks. 
together. You may be 
eager and want to play all 
the demos at the same 
time but you can't so just 
pick one disk and put that 
in the drive slot on your 
Amiga. 

(2) Turn on your Amiga. 

(3) A menu will appear 
from which selection 
should be made by 
pressing the appropriate 
function key . 

(4) There's usually a witty 
comment here about what 
you should do when you've 
finished playing the disks 
but due to the extremely 
high quality factor of both 
our magnetic media there'll 
be no finish, you'll be 
playing until Judgement 
Day. 



DAMN AND 
BLAST AND 
DAMN AGAIN 

Ob, faulty disk, eh? Please accept 
our humblest of apologies but 
due to the amount of disks we 
duplicate there's bound to be at 
least one duff one and you were 
unfortunate enough to pick it. 
Nevermind, though, because help 
is at hand. Just pop it in an enve- 
lope with a SAE to the value of 
28p and send it to: 

The One Coverdisk Returns, 

PC Wise, 

Dowlais Top Business Park, 

Dowlniv 

Merthyr Tydfil, 

Mid Glamorgan CF4B 2YY. 
and within a few days a working 
copy will be winging its way your- 
house-wards. If you think you 
have a problem which you think 
can be solved over the dog and 
bone, you ten call the chaps at PC 
Wise* on their Helpline: (068S) 
3 50 5 OS between 10.30 am and 
12,30 pm on weekdays. 
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BART, ARNOLD & HULKSTER IN ONE GIANT COMPILATION 
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OF 1991-1992 

ALL REACHING NUMBER ONE THROUGHOUT THE YEAR 
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Mirirt win* 



THE SIMPSONS 

BART VS. THE SPACE MUTANTS 
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"A hit, pure and 

simple. 

Excellent 

opening 

animation. 

Once you've 

played it you'll 

be hooked." 



fc'nun- uaiui-tt rttwiiuumm ui iu:< Krtr, M 

iriii*IKiHid»i;Ni Mt whip™ -mi ■ I«l 
mrmiiiH (ehtupi '0! fh* metturoH in mm iwwic 



TERMINATOR™ WWF* 

WRESTLEMANIA 





'You'll keep coming 

back, just like the 

Terminator itself. 

Get hold of this one, it's 

almost as mean as 

Arnie!" 

COMMODORE Magazine 

94% 
"Variety is definitely the 
winning ingredient with 

Terminator2." 
COMMODORE FORMAT 



"Where other 
wrestling games fail WWF 

succeeds. 

WWF is more realistic than 

the real thing and that's 

official. 

Brilliant presentation, 

convincing and colourful 

graphics throughout, 

spot on control method 

makes everything feel 

perfectly natural - a must 

for all WWF fans." 
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OCEAN SOFTWARE LIMITED ■ 2 CASTLE STREET ■ CASTLEFIELD • MANCHESTER M3 4LZ 
TELEPHONE: 061 832 6633 FAX: 061 834 0650 





. n the three planets of the Magna 
6 system you have set up a modest 
research facility. Nothing too 
extreme. Just a few personnel, a 
Galaxy -class space station and the 
most powerful weapons 
development facility the Universe 
has ever known. 

But now you have a problem. The 
regular dally contact schedule on the 
sub -space station network with 
Magna 6 has gone a bit quiet. Well, 
silent actually. In fact, you have had 
no word from the facility In 2 
months. 

You need to send trusted yet 
expendable men tn to get answers 
and carry out a discreet, efficient 
operation. 

Pick your four nun team and "Deep 
Sleep % the cryogenic computer will 
keep them In suspended animation 
until they arrive at Magna 6, an 
Interstellar journey of almost 1 7 
months. And then wait for their A 
report, But what possible 
explanation could there be for 
trouble on Magna 6 - the 
power In the untv 
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...I WAS 



highly Impressed* 
85% CU Amiga 



"Undoubtedly a very polished, 
sophisticated And enjoyable 
role player and a big one too" 
88% The One 




Amiga 1 Meg only £25.99 

Atari ST t Meg only £25.99 

IBM PC & Compatibles £54.99 




*$*% ft SSI 
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OH YES! IT'S 
LEMMINGS 2! 



.5''*'' 



They're back, they're bad 
and they're totally bonkers! 
Those lovable Lemmings 
are back at long last in the 
eagerly-awaited sequel - a 
game which should come as a sur- 
prise for those who were expecting, 
if we may harrow a phrase from the 
Python-,.. Something Completely Dif- 
ferent. 

In Lemmings 2: The Tribes (to give 
the game its full title), the aim of the 
game is much the same as the orig- 
inal - save the hapless mammals 
from extinction by guiding them 
through a series of increasingly-per- 
ilous levels towards the exit. To look 
at, the game doesn't look wildly dif- 
ferent - obviously the rumours about 
bigger Lemmings and other such 
radical changes were porkies - but 
the gameplay has been spiced Up 
somewhat, with the major differ- 
ences revolving around a pivotal 
change in the game's overall objec- 
tive. 

The story behind Lemmings 2 
goes that the Lemmings have been 
split up into twelve separate tribes, 
each with their own set of abilities 
and each with their own set of lands 
to traverse. The object is to get each 
tribe through their landscapes to 
collect a piece of a magic amulet 
and then meet up with all the other 
tribes at the top of the world's cen- 
tral mountain. 

The twelve themed tribes include 
a circus tribe, arctic tribe and, of 
course, space-age tribe, and the 
player can switch back and forth 
hetween them at will, which should 
make for a less linear game struc- 



ture. There are plenty of new Lem- 
ming abilities, so now they can float 
along on balloons, ski, fire arrows, 
jump, drop bombs and even play 
the guitar! They can also fall any dis- 
tance without getting squished, 
which should mean less nightmare 
"Oh no, they're all getting killed" 
scenarios. 

Featuring over 100 levels split 
over the 12 lands, Lemmings 2 has 
once again been produced by 
Dundee-based coders DMA Design, 
who also have Walker and Hired 
Guns in the pipeline for ne«t year. 
It's due for release on the 24th 
November (which should mean any 
day now by the time you read this), 
with a full review in the next issue of 
The One. Hurry hurry hurry! 





02 [02 102 02 A 02 02 



UlLLLLB 


\) 


r aV aW aW aV 


. HMJ V'V tfl 




j 


*f 


1 



_i.Jfc. 



E W S 




THE BEST JUST 
GOT BETTER! 



It certainly did. Since we first 
announced that Renegade 
would be releasing a new and 
improved version of Sensible 
Soccer, our phone hasn't 
stopped ringing - well, it did after 
we took it off the book. Suffice to 
say interest in the new V1 .1 has been 
HUGE, which is why we're pleased 
to finally bring you proper details of 
the thing now that the game has at 
last arrived in the office. 

Of course, thanks to our utter 
brilliance, you'll actually be able to 
get a playable demonstration of 
some the new version's features 
thanks to Our supremely excellent 
coverdisk this month. But the full 
version is a lot more impressive than 
even our demo can let on! We've 
decided not to give the product a 
full review because it's a bit of an 



odd one, but we had to find an 
excuse to give it a thorough playtest 
somehow, SO we thought we'd 
bung it in the news and offer our 
opinion on all the new features--. 

NEW GOALKEEPERS 
These actually do make all the dif- 
ference, we feel. In the original ver- 
sion the keepers were pretty inept, 
letting in some very easy shots and 
taking ages to recover from diving 
saves, thus leaving the goal 
exposed. Some radical receding now 
has the keepers not only recovering 
more quickly, but also catching the 
ball properly, jumping to pluck it out 
of the air, punching it away and, 
when it's just too hard to catch, tip- 
ping it either over the bar or away 
to the side, rather than straight back 
out into the penalty area where 





another striker can have a shot. 

However, they've developed 
some new faults too - they seem 
strangely susceptible to straight 
shots aimed near the posts. But at 
the end of the day, they're a massive 
improvement and make for a much 
more entertaining game. 

RED AND YELLOW CARDS 
These are fun - although in our 
demo it's difficult to see the full 
effect of them because you're only 
allowed to score one goal before the 
game ends. The strictness of the ref- 
eree differs from game to game, but 
all the refs will severely punish obvi- 
ously cynical professional fouls. 
Chopping down a player from 
behind as he races towards the goal 
for a shot, for example, would earn 
an immediate red card. It certainly 
put a stop to some of The One's 
hatchet-men players, who in the 
average five-minute game, soon 
found themselves reduced to eight 
men and completely unable to 
defend their own goal! This new 
addition is a good leveller, and cer- 
tainly encourages you to think twice 
before going in studs first, 

THE BACK PASS RULE 
Vou generally tend not to see this in 
action too often, because you don't 
pass back to the keeper as often as 
you do in real football. But It does 
happen occasionally, and it's fun 
sometimes to control the keeper, 
running him right down the field 
with the ball - although there are 
obvious risks attached. You need to 
keep your wits about you, howev- 
er, as accidental passes back to the 
keeper will switch player control to 
the goalie, and you can run the ball 
into your own net by mistake. 

NEW SEASON'S TEAMS 
Well, this is just one for the enthu- 
siasts., really. Tottenham and Arse- 
nal, amongst others, have been 
removed to make way for the new 
teams, like Lazio and Grasshoppers 
Zurich. In the national league, the 
CIS has been replaced by indepen- 
dent teams from Russia and the 
baltic states - Slovenia, Latvia, Esto- 
nia, Croatia and the Ukraine. All new 
transfers have been taken into 
account (there's no Gary Lineker in 
the England squad, and Des Walker 
now plays for Sampdoria for exam- 



STRIP 



...Top American publisher and 
developer Interplay has just set 
up its first UK office in London, 
with the result that the compa- 
ny will be publishing its own 
Amiga products (ic not through 
Electronic Arts) as of January 
next year. The first three prod- 
ucts to arrive will be Star Trek: 
The 2 5th Anniversary (see page 
33), Castles II: Siege and Con- 
quest and Buzz Aldrin's Race 
into Space... 

...Word reaches us that Team 17 
top brass, having just returned 
from Sweden to oversee pro- 
duction on Superfrog (see page 
28}, may have snapped up a 
new development team while 
they were out there. Negotia- 
tions are underway and we 
have a good idea of who the 
mystery proggers are, but it 
might be a bit dodgy to let on 
at the moment. Suffice to say 
that they've already written 
two vary good Amiga games... 

...Staying with Team 17, we 
also hear that there's now the 
distinct possibility of a sequel 
to Project- X in the pipeline, it's 
not been officially decided yet, 
and it'd be a long way off even 
if it was, but an undisclosed 
Team 17 source is quoted as 
saying that it "will close the 
book once and for all," More 
news if and when... 



pie), and there's a new batch of 
comedy custom teams, including 
Chinese Food, In a Pencil Case, a 
Games master team and the 196G 
World Cup Final squads from Eng- 
land and Germany. 

WORLD CUP QUALIFYING GROUPS 
A new addition to the Sens i b I e C u p , 
League of Nations and other tour- 
naments, you can now play through 
any of the six groups in the current 
World Cup qualifiers. Will I England 
make it through to Florida in 1994? 
Here's your chance to find out. 

CLASSIER COMPUTER OPPONENTS 
Well, so they say - we can't say we 
noticed much difference in the qual- 
ity of game the computer gives you, 
but then we only ever play it in two- 
player mode, so what do we know? 
THE VERDICT 

A big thumbs-up from us here at 
The One - you only have to look at 
how often the games room is 
packed full of the magazine staff to 
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...Not too long ago, a little bird 
told us that a certain major 
software house was on the 
virge of signing Lennox Lewis' 
name to a forthcoming game. 
The plans have since fallen by 
the wayside, but now that our' 
Lennox it one step closer to the 
World Heavy eight crown, might 
we see a resurgence of enthusi- 
asm to sign up the Brit Battler? 
All signs point to yes... 

...The latest Stop Press info 
leads us to believe that the 
potentially blockbusting Amiga 
version of Desert Strike is 
unlikely to make it into the 
shops before Christmas. Jan- 
uary, or maybe even February, 
is starting to look like a more 
realistic date... 

...Amiga -owning adventure 
fans can breathe a sigh of relief 
now that both Lucasf ilm and 
Sierra have recently announced 
that they'll continue to produce 
games for the Amiga well into 
next year, Sierra is even going 
to the lengths of setting up a 
UK-based development to han- 
dle their future Amiga conver- 
sions. Previously, the future of 
any more Amiga products from 
both companies looked in 
doubt, but now it looks like 
there's plenty more Entertain- 
ment USA to come beyond next 
month's Indiana Jones and the 



Fate Vt Atlantis... 

...Confirmation of two new 
licences just signed up by 
Ocean. The first is the Steven 
Spielberg dinosaur movie Juras- 
sic Park, which has just finished 
filming and is due out next 
Summer. The second is the 
ultra-violent DC comics charac- 
ter tobo, created by John 
'Judge Dredd' Wagner... 

...Did we dream it or did we 
actually hear a rumour the 
other day that top rave pop- 
sters The Shamen might just be 
providing the music for Andrew 
Bray brook's Uridium 21 Nan, 
surely not... 

...Meanwhile, The Sales Curve 
has picked up the licence to The 
Lawnmower Man II, which will 
be released into UK cinemas 
late next year. It seems that 
work on the first game has now 
been scrapped in order to make 
plans for the new, more ambi- 
tious, project- .. 

...Following on from Ocean's 
involvement with Comic Relief, 
Virgin Games has announced 
that it will donate 25p of every 
copy of Archer Mac lean's Pool 
it sells in the UK to the National 
Children's Home. So now's your 
chance to do your little bit for 
charity... 



HOT SPOT 



see how popular the new version is, 
If you've got the original version of 
Sensibly Soccer and are a fan, you 
really must upgrade. If you haven't 
got Sensi - well, there really ISN'T 
any excuse anymore. Vou'll he 



pleased to hear that the new version 
Will be in the shops hy the time you 
read this, and that Renegade are 
now upgrading disks for existing 
users - call them on (071} 481 9214 
for more details. 
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BE GENTLE WITH ME 




Hornby Hobbies, better 
known for its R1 S6 Signal 
Box and handheld video 
games, has made a break 
into the Amiga hardware 
market with a new super-sophisti- 
cated joy pad controller, 

The American- designed Turbo 
Touch 360 controller bears a striking 
resemblance to the Sega Megadrive 
joypad {indeed, it works on both 
machines) but has one rather inter- 
esting difference. Rather than the 
eight-way control pad resting on a 
rocker mechanism as usual, the 
Turbo Touch's pad doesn't move at 
all ■ it's a flat, touch -sensitive metal 
plate that responds to the slightest 



pressure. The idea is that the pad 
allows for quicker on-screen 
response and also eliminates 'numb 
thumb' - an affliction suffered by 
joypad users where extended play- 
ing sessions cause big horrible blis- 
ters. Interestingly enough, howev- 
er, the "Higher scores or your money 
back" guarantee that accompanied 
the US model has been withdrawn 
for the controller's UK release. 

Operated with some success 
(remember, we're not used to joy- 
pads) in test runs here at The One 
office, the Turbo Touch should be in 
the shops in time for Chrimble, 
priced around £20. Why not ask your 
Granny for it? 




SILICA 




o 



ZOOLY 



If you're not already the proud 
owner of an Amiga, we've got 
two things to say. First of all, 
what on Earth are you doing 
reading this? Secondly, there's 
never been a better time to get out 
there and snap one (or at least 
upgrade to anew one) up now that 
Silica Systems has a top bundle offer 
in store. 

The newZool pack is tree with any 
Amiga (A500, A6D0, A12QQ, A15CQ 
and CDTV Multimedia packs) bought 
from Silica's stores at the moment, 
and comprises over £127 of top soft- 
ware. You get Zoo I (of course), 21st 
Century's Pintail Dreams, Rage's 
Striker and some word processing 
thing called Transwrite to keep the 
Sprocket-heads happy {well, as 
happy as they'll ever be). And... erm... 
that's it. So if you've plans to 
upgrade your Amiga, why not cadge 
some top software into the bar- 
gain? Come on - you know it 
makes sense, 



Charts 



Month Ending 28th October 1992 



FULL-PRICE TOP 40 

1 ZOOL {Gremlin) 

2 LOTUS III (Gremlin) 

3 ASSASSIN (Team 17) 

4 SENSIBLE SOCCER (Renegade) 

5 FIRE & ICE (Renegade) 

6 SILLY PUTTY (System 3) 

7 PR0JECT-X(Team17) 

8 BEAST III ( Psy gnosis.) 

9 LEGE N D OF ISH AR ( S i Imarils) 
ID MONKEY IS LAM O 2 (US Gold) 

11 OH NO! MORE LEMMINGS (Psygnosis) 

12 MINI OFFICE Ii (Europress) Eh? 

13 LURE OF THE TEMPTRESS (Virgin) 

14 JIMMY WHITES WHIRLWIND SNOOKER (Virgin) 

15 CIVILIZATION {Micro prose) 

16 THE AQUATIC GAMES (Millennium) 

17 WIZKID (Ocean) 

1 B FORMULA ONE GRAND PRIX (MiCrOProse) 

19 SPACE CRUSADE (Gremlin) 

20 EYE OF THE BEHOLDER 2 (US Gold) 

21 TRODDLERS (Storm) 

22 THE GAMES E SPAN A 92 (Ocean) 

23 PGA TOUR GOLF + (Electronic Arts) 

24 MANCHESTER UNITED EUROPE (Krisalis) 

25 PRO TENNIS TOUR 2 (UtjiSoft) 

26 KNIGHTS OF THE SKY (Mkroprose) 

27 DYNABLASTER (UbiSoft) 

28 LOTUS 2 {Gremlin) 

29 DAS BOOT (Mindscape) 

30 MEGASPORTS (US Gold) 

31 ASHES OF EMPIRE (Mirage) 

32 STRIKER (Rage) 

33 CRAZY CARS III (Titus) 



alls) 



34 THE MANAGER (US Gold) 

35 A3 20 AIRBUS (Tha lion) 

36 GRAHAM TAYLOR'S SOCCER CHALLENGE (Krjsa 

37 ALIEN BREED (Team 17) 

38 SPECIAL FORCES (Mkroprose) 

39 PREMIERE (Core Design) 

40 AIR SUPPORT (Psygnosis) 



BUDGET TOP 20 

1 LOTUS ESPRIT TURBO CHALLENGE (GBH) 

2 PANZA KICK BOXING (Kixx) 

3 DIZZY PRINCE OF THE YOLKFOLK (Codemasters) 

4 TREASURE ISLAND DIZZY (Codemasters) 

5 F-16 COMBAT PILOT (Action 16) 

6 FALCON {Action 16) 

7 SUPERCARS 2 (GBH) 

8 CAPTAIN DYNAMO (Codemasters) 

9 POPULOUS (Star Performers) 

10 NORTH & SOUTH (Action 16) 

11 JAMES POND (GBH) 

12 MAGICLAND DIZZY (Codemasters) 

13 BLADE WARRIOR (Mirror Image) 

14 SWITCHBLADE II (GBH) 

15 GOLDEN AXE (Tronix) 

16 BATMAN THE MOVIE (The Hit Squad) 

17 FRANKENSTEIN (Tomato) 

18 TURRICAN 2 (Kixx) 

19 JACK NIC KLAUS GOLF (GBH) 

20 FANTASY WORLD DIZZY (Codemasters)' 

The One's monthly Amiga charts are compiled by 
M terabyte. 
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Better take note. One CD inserted Into the new Amiga 
CDTV stores the equivalent of up to TOO floppy discs. Thats 
550 megabytes of memory or 250,000 A4 pages of text. 

CDTV' also gives you access to over 5,000 Amiga titles 
and over 100 CDTV discs covering everything from arcade 

quality games to education. And 

From C» Commodore | ( ., 

CDTV can be used as a regular audio 

CD player when connected to your stereo. The Amiga 



CDTV Computer Pack, complete with qwerty keyboard, 
disc drive, mouse and infra red remote control can be 
yours for only £499.99 Including our free Public Domain 
Collection disc. The Amiga CDTV Player Pack comes in 
even lower at only £399-99. All of which proves one thing. 
When it comes to the ultimate in A fyfTfrA 
home entertainment, you won't find 
anything better than the Amiga CDTV. 



CDTV 



THE WORLDS MOST INTERACTIVE INTERACTIVE HOME ENTERTAINMENT SYSTEM 
con is mnuu a hlkiid kicmib w mldeib, calculus, colwismn, cum. m urn mmi mm.it w m iuoinb inhmwi computer sk<m m. mimma was* mat c«m«ct « mm » com w press mm* 
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19 07 on the 5th o( 
May I960 John Dellow of the 
Metropolitan Police signed a 
document passing control of 
the Iranian Embassy siege to 
LT COL H.M.ROSS. 

He sent in three, four-man 
teams (Sabre teams) of 22 
S.A.S, the rest is history. 

For many the S.A.S are the 
black-clad rescuers of Princes 
Street depicted by the BBC 
as the pictures of the last 
minutes of the siege were 
relayed live around the world. 

We as mere mortals can only 
wonder at the exploits of this 
most professional and highly 
trained fighting force as 
officially it does not exist, 



This simulation is based on 
the Information that is 
available and is produced by 
people who have a great deal 
of admiration lor the people 
they will never know. 
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Letters 



Did you know that we're 
incredibly lucky? Some people 
have no friends at all and spend 
their lives trying to meet some 
mates or something. But not us, 
oh no, we're positively 
overwhelmed by the number of 
letters we receive every month. 
Unlike other mags, we like to 
think we have a special close-knit 
relationship with all our readers - 
it's like one big happy family, 
don't you think? If you want to 
have a natter with yer old The 
One, then the address to write to 
is: Letters, THE ONE, Priory Court, 
30-32 Farringdon Lane, London, 
EC1R 3 All. Oh, and you can Fax us 
as well (well, not d as well' - one 
or the other will suffice) on: 071 
972 €710. 



ICE, ICE HOCKEY 

Dear The One, 

I was wondering whether; as Elec- 
tronic Arts have converted John 
Madden and Road Rash from the 
Megadriue and have plans to convert 
Desert Strike, they'll also convert EA 
ke Hockey? ( have played this game 
on my mates Megadrive and 
thought it was excellent. 

Darren Tyler, 
Stafford. 

We rang up EA and i spokesman said 
"We're thinking about" if that's any 
help to you (which it probably isn't). 



BAD BINDING 

Dear The One, 

When I tried to pull out this month's 
Kill Zone it wouldn't come out so I 
gave it another tug and nothing hap- 
pened, I wasn't going to give up the 
battle but with the next pull I ripped 
the section into three pieces and 
there was still some of it left in the 
magazine! So now I'm a Kill Zone 
short and very cheesed off! Could 
you please do something about this, 
Ben Jell, 
Darlington. 



HYPED TO 



Dear The One, 

Whilst reading the November issue 
of your magazine, I was disappoint- 
ed by the lack of an overall score for 
the flight sim compilation. Head to 
Head. I would be much obliged if you 
would print the score awarded to 
this promising budget package. 

Also, I would like to ask the staff 
at The One if they agree with all the 
hype concerning Zool- Being a dedi- 
cated 1 6-bit gamer, the prospects of 
a 'Sonic- beating game' excited me 
tremendously and subsequently I 
bought the game full price at the 
first opportunity I could. In doing so 
I feel great regret as, to me, Zool is 
no more than an average platform 
game. 

I feel this is one of the many 
examples of The One rating a game 
on the hype surrounding it rather 
thrin its. ,u IlkiI qualities and I have nil 
doubt that this will be the case when 
US Gold release Street Fighter II. I feel 
that if The One started to review 



Oh dear, you want to calm down 
slightly. The reason you can't pull 
the Kill Zone out is because we have 
now gone perfect bound - some- 
thing which, judging by the 
response we've had, most people 
are extremely pleased about. This 
method ensures that the magazine 
lasts longer in a tetter condition 
and, of course, the cover should no 
longer up and leave, so to speak. 



A SLIGHT 
DIFFERENCE OF 
OPINION 

Dear The One, 

Keep up the good work, I think your 
mag is brill- Anyway, on to business 
- I was reading another magazine 
(shame on me!} when I noticed that 
they gave Jaguar XJ22G 9B% when 
The One gave it 85%. Okay, I know 
different people like different games 
but how come theirs is such a differ- 
ence in ratings and who should I 
trust? 

James Grant, 
Brentwood. 

Yon have to admit that for a game to 
receive 9SV*, it has to be exception- 
ally good- Jaguar was a good game. 



games on whatever qualities they 

had many disappointments such as 

those felt by me could be avoided. 

John-Paul Farr, 

Glasgow. 

Firstly, the overall mark for Head to 
Head was 82%, we apologise for the 
inconvenience caused 1 by the error 
on that particular page -heads (no 
pun intended} have duly roiled, As 
for the Other point, well. I think your 
comments are fairly unjustified. 
Sure, we gave Zool S7% - a 
respe<tabie mark for what Is, 
undoubtedly, a fine game but if you 
compare our marks to those award* 
ed by the other magazines you'll see 
that 87% was probably the lowest 
mark it received. How can you 
accuse us of hyping it excessively 
when others have marked it far high- 
er? We will evaluate Street Fighter II 
when US Cold present the game for 
review • but have no doubts that we 
pay no attention to any 'hype' when 
reviewing a particular game. Our 
opinions are strictly our own, as they 
should be. 




JAMES POND 
NEEDS YOU! 



James Pood Ida famoui uftitefwahs 
agent and lop FL5H operative needs 
you (o worlt with him in the fight 
□gain if the dastardly Dr Moyba 
□ nd hit evil DrgantsOlion JAW5I 
}oin FISH now end became a Super 
Sleurhi Yaw brilliant Agent'* Pack 
contains: Bribing Doss-ier, Agent 
Codebook, Identity Card, Training 
Handbook, Recognition Manual, 
SWcker SJhee*i, 3 Mission Briefings, 
Special Equipment Guide, a Board 
Came and much morel 




SEND FOR YOUR TOP SECRET 
MISSION PACK TODAY! 



Send £8.95 to FISH HQ und w» will rnlurn jrOuf 
AgflnU Pact wilhou* delay. |Pl»os* allow Udnyi) ' 
#Y ou will be sent ° further FI5H I You can pay by PoVtpl Order, (risque, ar Credit I 
missions through the pal. | Cord . PlMaedebir £ B Mtonly 



Access [ 



Vi*o fZZ 
II 



Cord No: 
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• Eodi^tfniiwianshqsacompeHtiert ■ 
for ttlAgw* with special prizBS. 

• High quality FI5H mwehandite is. . n amt „ n ccd 
avaibble onlj *3 R5H .Agents. Exp Da* 

• Become a SPECIAL AGENT and ' 

get 0S***fb enamel badge FREE I lilflnaMre _ I 

■ All cmEspofidence is sort out in a I PONT FORG4TI 5wd your Ag.m iwmt, address I 

special TOP SECRET byff envelope. | and age end any elher top secret inforrnotan , 

loflalher virh *is coupon and -your poymsm to . 



ific address below. 



DON'T fQEGET TO TELL MUM OR OAQ 

™U ARE tfNOINGMONtfTQJOlH FISH. U 

S^d .^pktiicn id: RSH HQ. UNfT 3, EHSQN RD, ST IVES, CAMB5 PE 1 7 4 If 
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there's no doubt about that but 
sa%7 We don't think so. Magazines 
which mark like that should not be 
trusted and you 're better off sticking 
with our honest and strict review 
policy. 



FUNNY FOOTY 

Dear The One. 

I am writing about Stephen Paul's 
letter on Sensi soccer 2. I agree with 
all his points for improvements, but I 
have my own. Firstly, when a player 
becomes injured I think a person 
should rush onto the pitch and treat 
him. Whilst this is going on, the 
other members of the team should 
start beating the living daylights out 
of each other. Then, if a player is too 
injured to carry an, an ambulance 
should conic on and the player 
should be placed on a stretcher and 
carried off in a medical vehicle. Sec- 
ondly, you should be able to do a 
diving header, hit the goalkeeper 
and knock him Into the crowd. Third- 
ly, when the team score a goal they 
should all crowd round the man who 
scored and then climb up onto the 
fences and wave his arms around. 
Lastly, Leeds United are smart and 
should be at the top of the Premier 
League, followed by QPR then Black- 
burn Rovers. Please pass these points 
onto Sensible Software and tell them 
I can't wait for Cannon Fodder 

Mark Rigby r 
New Longton. 

Well all I can say is I'm glad I don't 
play Sunday League football against 
you, next suggestion, please... 



AND AGAIN 

Dear Bunch of Scruffy Herberts, 
Firstly, here are my ideas for Sensible 
Soccer 2. Offsides with linesmen 
waving a little flag, more kicking 
styles {such as overhead licks and lit- 
tle chips)., a trainer running on to 
treat players or stretcher them off, 
weather conditions (rain, snow and 
gales}, two players to be able to play 
on the same side against the com- 
puter, four players to be able to play 
at the same time, named players on 
the ball, sampled speech and finally, 
players should run a different 
speeds. 

Could you possibly do a feature 
on the new Amiga 1200? including 
its capabilities and if it will run pre- 
vious software. 

How can piracy be stopped if 
everyone at my school pirates games 
and couldn't give an apple-pie? 

Lastly game releases. Do you have 
any clue if/when Graham Gooch 

Cricket will ever come out? And 
why has it taken so long? Also is 
anyone going to make a decent 



STAR LETTER 



PIRACY HEADING AHOY! 

Dear The One, 

Lots of people copy games and I know friends at school and people 
outside of school who have vast collections of pirated games. Not only 
does this cheat the games companies out of money but it also cheats 
the pirates themselves because a lot of copied games are hard to play 
without the instructions and so the game is played for a few days and 
then put to the back of the disk box, never to be played again. This is 
a waste of disks and good games. 

The main damage that pirating does is that it cheats the games com- 
panies out of the money they are due for producing the game in the 
first place. This has two effects; first, if the game producing companies 
have less money then they cannot produce decent games and, secondly, 
the companies are getting fed up with pirated games cheating them 
out of money and so they have moved over to the consoles, This means 
there will be less software to support the Amiga in the future. 

A possible example of this abandonment of the Amiga can be found 
from LucusArts Entertainment. I heard that Indiana Jones and the Fate 
of Atlantis is the last game they will be producing for the Amiga (is 
this true?) and from then on they will concentrate on the PC market for 
adventure games. 

The fact that the games programmers are leaving the Amiga seems 
not to be common knowledge as the pirates all go on producing pirat- 
ed games, sometimes even before the games have been released. Over 
the weekend I went to a car boot sale and there was a stall selling 
copied games such as Zool, Premiere and Dojo Dan, Because these 
games had only just been released this proved that the stall holders had 
professional contacts who pirated games and supplied them to these 
people which, in turn, proves how readily available copied games are. 

I myself have only original games now, although in the past I have 
used copied games. Original games are so much more fun to play than 
copies and it makes sense to buy the original games. So if anyone is 
thinking of buying a game then they should buy it from the shops as 
an original and not get copied versions. If they don't then there may 
not be any games left in the future to support the Amiga and great 
programming teams like the Bitmap Brothers and Core Design may 
move over to the consoles. 

I would like to see more information about the effects of pirating 
games on the computer games industry in the computer magazines 
so that people can be persuaded not to pirate games. 

Stuart O'Neill, 
Tamworth. 



Well, Stuart, there's no doubting that pirated games harm the indus- 
try but no matter how many letters iike yours we receive, people will 
continue to do it The facts are there for all to see; if the problem does 
not improve then the market will indeed die and companies Will turn 
to pirate-proof console software to earn their money (as fs already start- 
ing to happen in some instances,), I seriously think that you should 
report the vendors at the car boot sale to FAST and prevent this sor- 
did trade from continuing. Oh, and by the way, LucasArts recently 
pledged their support to the Amiga and will continue to release games 
for it. Oh, and Stuart, change your printer ribbon, will you? Your print- 
out looked a right mess! 



wrestling game - maybe converting 
the Wrest I ef est coin-op, 

M. Jones, 
Hullbridge. 

PS. Ricky Young has got a big bead. 

Thanks for your Sensible Soccer sug- 
gestions and the rest of your opin- 
ions. As for Graham Goocri Cri'cfcef, 



well, we're as much in the dark as 
you are, unfortunately. Thanks also 
for the 1p, we duty spent it on vari- 
ous consumables-What we really 
want to know, though, is who is this 
Ricky Voting chap? What has t\e got 
to say about the Mr Jones' big head 
accusations? Ricky, we're waiting for 
your reply. 



5ENSIBLE 
5UGCESTION5? 

Dear The One, 

I'm really looking forward to Sensible 
Soccer VI .1 and I think that there are 
plenty of other decent games out 
there which could do with a touch of 
the 'upgrade' treatment. 

Take Space Ace 2, for example, 
there are many features missing 
from the original game that could be 
implemented in an upgrade, the 
most important of which would be 
some actual gameplay. The same 
applies, of course, to the rest of the 
series including Dragon's Lair, and of 
course, Guy Spy. 

What about an Another World 
VI. 1 in which they could feature a 
decent end-of game sequence which 
explains exactly what happens to the 
hero after he sails into the distance? 
The one they've got at the moment 
is worse than the ending to The 
Empire Strikes Back (and that was 
bad enough). 

J could go on for a lot longer, and, 
indeed, I'm going to. Take Epic (or, 
rather, not, as the case may be). They 
could take out that stupid cheat 
mode for a start. As it stands a one- 
armed baboon with a sight defect 
can complete the game {which, that 
flaw apart, isnt really that bad) in an 
hour or less. 

Finally, how about Midwinter 2? 
You could add a bit of trading and 
interaction with a few people, then 
repackage it and call it something 
different like, oh, I don't know. Ashes 
of Empire or something. 

Right, I'm going now that I've got 
that off my chest. 

R. Hall, 
Twickenham. 

Weft, R., you certainly spent a lot of 
time thinking about this. Have you 
realty got nothing better to do? 



DESPERATE 

Dear The One, 

Street Fighter II has to be one of the 
best arcade games to have appeared 
over the last few years. Seeing as 
how it's being converted to the 
Amiga I have a few questions. Will 
US Gold be releasing a special six- 
button joystick to simulate the 
arcade cabinet's controls? Is it as 
good as the Super NES version? Does 
it look good? Are all the special 
moves in there? And, finally, when 
does it come out? 

Lee Michaels, 
Bradford. 

Oh God, not Street Fighter II again. 
The answers to your quezzies are: 
No, Possibly, Yes, Yes, Soon (but not 
necessarily in that order). 
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: Fatal Strokes hrfs adventure, area 
and most of all hours of entertains 
Fatal Strokes is simply the art of adverse. 
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You 'we seen the programme, you've flicked through the adverts, 
you've read the book, you've bought the breakfast cereal, you've 
heard the record, you've, erm, done other things - but forget all 
those because now the GAMES/WASTER LIVE experience is almost 
here. Simon Byron gives you the lowdown on the show that'll set 
the standard for all shows in the Future. 




Ever wanted to actually 
meet THE GAMESMASTER? 
Shake hands with DOM INI K 
DIAMOND? Rub shoulders 
With THE ONE TEAM? Look 
at all the LATEST RELEASES? Well 
now 1 ! your chance because the 
CAMESMASTER LIVE exhibition is 
coming to town (well, Birmingham 
actually, which is a city not a town 
but you know what I mean). Open 
on the 4th, 5th and 6th of December, 
it promises to be the BIGGEST, the 
BEST, the SEXIEST and the GAMES- 
MASTERIEST computer event this 
side of the second millennium. 

There'll be a huge Gamesmaster 
set hosting squill ions of onstage 
challenges with prizes galore and 
you'll be able to compete against 
top-notch celebrities and gaming 
experts. Of course, all the important- 
bods from the computer industry 
will be there so you'll be able to 
make many new friends and chat to 



the guys (and girls) who have 
become stars in our little world of 
computer entertainment. 

The stands themselves promise to 
be quite spectacular with most of 
the major software companies in 
attendance, many with huge spe- 
cially themed areas boasting rides, 
promotions and even a spectacular 
laser light show. There will be mil- 
lions of discounted bargains {both 
hardware and software) so if you 
take you if wallet you could pick up a 
few great deals, 

The show itself is a multi-format 
affair, with the Amiga being featured 
particularly heavily so you'll be 
offered the opportunity to check out 
the newest games and also see 
exactly what platform games the 
sad, consoley people are playing at 
the moment, Basically if you don't go 
you'll miss out on one of the best 
events this year and you'll end up 
with really bruised shins from kick- 




up to, the games they'll be promot- 
ing andj perhaps^most importantly, 
what you' II be able to cadge off of 
them, 

VIRGIN GAMES 
The publishing force 
that is Virgin will be 
demonstrating a num- 
ber of forthcoming 
Amiga releases at the show includ- 
ing Cannon Fodder, Rookies, Lands 
of Lore, Dune 1 and, so we're told, 
a top-secret game from Cryo (the 
people behind KGB). Best of all, 
though, will be the chance for all you 
gamesters out there to see the excel- 
lent Apocalypse for yourselves and 
maybe even participate in the game 
challenge, 

Possible freebies: A load of T-shirts 
and posters. 



KQmark 



ing yourself after you hear how good 
it was from anybody with an ounce 
of sense who attended. 

As a service to you, the reader, we 
rang up most of the software com- 
panies to see exactly what they'll be 



DOMARK 

If you're looking for the James Bond 
Austin Martin car then - hey! - look 
no further because those Domark 
typ^s have only qone and nicked tt 
and plonked it on their stand, the 
blighters! If that wasn't 
enough, the James Bond girlies 
will be present in all their 
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glory, doing whatever it is that 
James Bond girls do nowadays. It's 
just as well Domark will be promot- 
ing Ha iricr t hero a s a 1 1 T h e O ne team 
arm going to need an excuse to hang 
about at this particular stand. 

Possible freebies: Maybe, just 
maybe, a few glamour ladies. 




US GOLD 

If you go down to the show today 
(or in December) you r re sure of a big 
surprise, Not content with simply 
having one of those 'stand' things, 
the chaps at US Gold will be found 
on a huge Street fighter 2 set. 
There'll be a wealth of on -stage 
Street fighter challenges which will 
probably be hosted by a Mr Dominik 
Diamond, whoever he may be. US 
Gold are also promising a top-secret 
fairground ride which will be so 
scary that you'll have to take a 
strength test before you are allowed 
on it (and that's true), You'll also be 

rtbln to check out trip fine-looking 
Indy IV Graphic Adventure and Leg- 
ends of Valour. 

Possible freebies: Loads of posters, 
badges and stickers. 





GREMLIN 

The Sheffield software company wilt 
be there in force featuring the Nigel 
Mansell Experience, a kind of mas- 
sive interactive racing simulation in 
which up to fourteen people can 
compete simultaneously. Gremlin's 
stand will also contain various Lotus 
head-to-head challenges and Zool 
will be milling around desperately 
trying to socialise (make sure he 
doesn't do that flying chop thing on 
you, though). 

Possible freebies: Posters and the 
rather tasty Chubba Chups lollies. 
Mmmm. 

W^^^^f THALION 

Those German fun- 
\JU p| sters at Thalion will 
^W^ be heavily promoting 
- their Airbus series of 

flight sims with a 25ft section of a 
real Airbus at the show. You'll be 
able to walk around the cockpit and 
play with all the knobs and dials but 
banish all thoughts of walking off 
with any plane parts because there'll 
be members from the GSG (the Ger- 
man equivalent of the 5 AS) to stop 
kids doing just that. As well as all this 
Thalion will be pushing their top- 
notch latest games, Lionheart and 
Mo Second Prize. 

Possible freebies; None what- 
soever (that's also true). 
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ELECTRONIC ARTS 
With two strong Amiga games 
released around about now. the EA 
stand will be the place to try before 
you buy. Road Rash and Desert Strike 
will be featured prominently and the 
whole stand is devoted to a bike 
theme. There will be some rock-hard 
geezers walking around the show 
wearing chains and the like as well as 
a yet-to-be-confirmed tattoo parlour 
where all you kids will be able to 
sample the delights of skin art (which 
will, we hope, be removable). 

Possible freebies: Posters, stickers 
and Road Rash 2 leather jackets 
(although you'll have to win the chal- 
lenge first). 
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OCEAN 

The Mancunian Software 
Giants will have the biggest 
ever video wall showing all the 
latest game releases and film 
clips from the Lethal Weapon 
films and The Ad dams Family. 
There'll also be two huge 60ft 
Helter Skelters running on free 
play, so to speak, with helmet- 
mounted cameras which will film 
you sliding down and display all 
the action on the video wall. A 
nifty laser show will be projected 
onto the ceiling for all to see, 
depicting all Ocean's forthcoming 
releases and there's a rather groovy 
competition to win every (yes, EVERY) 
piece of leisure hardware and the 
entire Ocean back catalogue, 

Possible freebies: Stickers, posters. 
Pushover demos, etc, etc. 



COMMODORE 

The A 1200 will be featured heavily at 
Commodore's stand along with the 
A600 and the CDTV, This will be the 
place to get your grubby little hands 
on the Amiga 1200 and find out just 
how good it is for yourselves, Also on 
show there should be A 1200- 
enhanced versions of Wing Com- 
mander (which is simply breathtak- 
ing on the new machine). Gremlin's 
Zool (which now looks better than 
any console game - fact) along with 
a couple of other undisclosed pro- 
grams, Commodore will also be 
heavily involved in all sorts of com- 
petitions and you may be the lucky 
owner of an extra Amiga or CDTV 
come the end of the show. 

Possible freebies: What more can 
you want? Although they'll be in lim- 
ited supply, surely the chance to win 
the finest computers in history must 
more than make up for the lack of 
glitzy promotions, 




TOP OF ALL THAT... 



...Colin Curly (the lovable dog from the Quavers ad) and G.I. 
Ant will be hosting a crisp-related challenge from the Ocean 
stand. If you complete a specially put together level from 
Pushover then you'll receive a pack containing all sorts, of 
goodies from Commodore, Ocean and Smiths Crisps... 

...The Gladiators will be there! Yes, all your favourite hard- 
people will be milling about (well, only Shadow actually - but 
it's a start although we'd much rather the incredibly sexy let 
was there but we shan't be telling him that). Did you know 
that Shadow is six foot four and weighs a distinctly Gary 
Whitta-like nineteen stones? Yes, it's true!.. 

...Nintendo will be there hosting a wealth of competitions 
and challenges,,. 

...Cheetah, Europe's leading manufacturer of computer joy- 
sticks, will have a Bar fly Rig at their stand which permits 
the lobbing of one's torso at a vekro wall as long as you're 
wearing a special type of psychedelic jump suit... 



Please note thflt although the particulars are correct at the time of going to 
press, details are still liable to change. 
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From the programmers of 'DUNE' 
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YOU'LL BELIEVE 

A FROG 

CANS 



At least that's what Team 17, hot from 
their Jatest success with the high-speed 
blaster Assassin, are hoping. Superfrog is 
the company's first foray into the world of 
cutesy games - but can the boys who have 
made a name for themselves with hard- 
edged sfioot-'em-iips like Alien Breed and 
Project-X go soft? Gary Whitta went to 
find out... 



Nobody likes a person who 
gets it right all the time. But 
as long as Team 17 keeps 
doing just that and knocking every- 
one else's arcade efforts for six on 
a frighteningly consistent basis, 
nobody's likely to complain - least 
of all the army of Amiga gamers 
who snap up their wares by 
the truck load. In the 
last eighteen months 
the company has risen 
from obscurity to one 
of the highest-profit 
publishers in 
the business 
today, with 
three 90%+ 
winners out of 
three in the 
shape of Alien 
Breed, Project- 
X and last 
month's Assassin. 




Now the working-class heroes from 
Yorkshire srs hoping to make it four 
for four with Superfrog, the game 
that's been appearing in magazines 
almost since the dawn of time, but 
is only now approaching anything 
like a completed state. 

Superfrog is currently being pro- 
duced by the same Sweden-based 
duo that produced Alien Breed and 
Project-X - programmer Andreas 
Tadic and graphic artist Rico 
Holmes, Team 17 boss Martyfi 
Brown is, as usual, project 
manager. But for a team usu- 
ally associated with produc- 
ing hard-bitten blasters, a 
software cutey like Superfrog 
is a surprising change of 




direction. "I suppose the idea tame 
from a whole bunch of games, par- 
ticularly stuff like Sortie and Magic 
Hat an the Meg ad rive/' explains 
Rico. "I've never really been much 
of a fan of that sort of thing • well, 
not until I'd played the newer ones. 
Lots of people have since jumped 
on the console-style platform band- 
wagon and with ourselves having 
one in development, I suppose peo- 
ple will point the finger at us too" 
"Despite what's been written 
recently, there still hasn't been a 
game on the Amiga to rival Sonic 
and Mario - the most important 
aspect being the payability, not the 
speed," says Martyn. "I think my 
favourite is still Great Giana Sisters, 



PROJECT: Superfrog 
PUBLISHER: Team 17 
DEVELOPER: 
Marty n Brown 
(Project Manager) 
Andreas Tadic (Programmer J 
Rico Holmes (Graphics) 
Allister Brimble (Sound) 

INITIATED: Mid 1991 

RELEASE; Jan/Feb 93 



(Above) 
Superf rog s 
sprtce bdied 
interlude 
sequence is a 
comic tributt to 
Project-X. Ho-ho. 

(Left) Tap action 
tram the game's 
second level, set 
in a dank, creepy 
castle. Can 
Superfrog leap 
these ipike* in a 
single bound? 



that Mario Brothers rip-off that got 
banned a few years back. I was a lit- 
tle disappointed by Zoo I after all the 
build-up. If anything Gremlin were 
just a little too ambitious trying to 
get so much action on screen and 
when it slows/jerks in places it 
doesn't look too hot." 

So what is it that will separate 
Superfrog from the vast majority of 
Amiga cutesies? 'It's hard to put 
your finger on it," says Martyn. "The 
character is very strong and it all 
seems to hang together well. Peo- 
ple need to feel an affinity for their 
character, and so far people have 
really liked the look of Superfrog. I 
think he's aesthetically pleasing, Or 
something like that, He looks funny, 
pulling faces and so on, and the 
idea of throwing your little green 
blobby mate at the enemies is quite 
fun. Whether it's been done on the 
Amiga before remains to be seen,.," 

"We had the idea floating about 
for ages and the firm plans to do a 
cute console-esque platform 
game," adds Andreas. "It's just that 
with other things, it's taken a while 
to get around to it," It certainly has 
- according to Martyn, the first 
mock-up screenshotv of Superfrog 
were being shown even while the 
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(Above) 

Supertrog 's leveli 
are all the me d it> 
except plenty of 

ghoulies and 
ghosts on thi- 

creepy castle 
level. 



(Left) Things Start 
getting wacky tin 
the third level ■ 
notice -the 
authentic Super 
Mario-style 
spikey turtle*. 



original Alien Breed was being 
worked on, over 18 months ago. 
"Superfrog will have overtones of a 
lot of games that we have enjoyed 
ourselves and have features that we 
felt have been missing in other 
games," he continues, "This I think 
has been the case with Alien Breed 
and Projc-ct-X in that we tried to 




"There still hasn't 

been a game on the 

Amiga to rival Sonic 

and Mario." 

Marty n Brown 

Superfrog project 

manager 



produce definitive arcade versions 
of a particular genre and it will be 
the same again here." 

So what's the Story then? Best to 
ask Martyn, who is probably more 
guilty than anyone on this score. "\t 
essentially revolves around the clas- 
sic frog-prince fairy tale in that 
you've got this prince who's met 
this cracking bird, and they're all set 
to marry and then he gets zapped 
into a frog by an evil witch called 
Margaret. The jealous old cow then 
sods off with the prince's girlie and 
locks her Up in a tower. Then one 
day, whilst sat at the side of his 
favourite stream, the frog spots a 
curious bottle- Intrigued, the frog 
picks it up (it just happens to be a 
bottle of Newcastle Brown Ale} and 
swigs it back-. After a few minor 
explosions, the frog turns into 
Superfrog, a frog with super 
strength, guile, daring,,, with a 
smart red cape and a Geordie 
accent. With one mighty "Alreet!" 
he leaps into the air and sets off to 
Magidand to regain the hand of his 
loved one. banish the curse and 
kick ten bells out of that snotty old 
witch." Ah... okay. 

And for anyone who can't quite 
get to grips with this complex 




The time has come for you to flex those biceps 
and stand strong against the onslaught from the 
competition, See if you have got what it takes to 
become the ultimate World Warrior, 
_« Ask vour dealer when! 
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storyline, the whole thing is to be 
depicted by a pre-game cartoon 
produced by veteran Amiga anima- 
tor Eric Schwartz. "It will be very 
funny," promises Andreas, Rico, 
too, is proud of the game's graphi- 
cal style. "I've been inspired by 
Eric's original drawings of Super- 
frog, he looks just great, a real car- 
toon character type I've drawn 
things that I thought you could look 
at and smile or go 'Aaah'. The ene- 
mies still kill you, but at least you're 
smiling when it happfni." 

As for the actual game, it's based 
around the familiar levels/worlds 
structure, with Superfrog working 
through each 'zone' before finally 
confronting the witch in her 



castle 



That's 



6Y-UP WHY AYE CANNY LAD (ETC) 

It's not just in the graphical was a brilliant idea, we wer* informed that 

department that Superfrog will Jimmy never did voice-overs Of used his voice 

be dressing to impress, feam 17 in any way like that, SO we hit a brick wall. His 
musical stalwart Allister Brimble will once agent did offer us Tim Healy {Dennis from Auf 

again be providing the tunes and 5FX which, WeiderseKen Pet) no offence to Tim, but it 

the team promise, will be something very spe- wasn't exactly what we were looking for," 
cial. "Superfrog will mark a departure for us in Team 17 also approached Vic Reeves and 

that it will feature in-game music, whereas we Bob Mortimer about providing some wacky 
usually use just sound effects to create speech, but again the stars were too busy 

with TV commitments to lend a hand. "At 
the moment we have decided to do our 
L own speech and FX. They worked well 
^i enough in Alien Breed/Project- 
1 X/Assassin, and we have the capabili- 
I ty to make them daft enough for 
' Superfrog." There's also a rumour 
that Allister Brimble has gat hold of a 
-w Muiit/SFX player that will enable 
to produce SIX-CHANNEL music by 
me he was popular as Spender, every- mining sound waveforms. All in all, 

one remembers him from Auf Weidersehen Pet Superfrog could well be a sonic treat, bonny 
and his voice was exactly right for our red- lad. 

caped frog! Even though his agent thought it 



(Left, right and below) Level Four 
look* set to be the most console- 
inspired of them all, in graphical 
terms at least Be honest, could you 
imagine anything more cutesy and 
twe* than the scenes depicted here? 
No, neither could we. 



the basic idea 
for all games of this type," 
says Rico. "Get from A to B while 
avoiding C, killing D and collecting 
E. If we are going to do a definitive 
version, why change things?" But 
a novel twist has been devised. "We 
have a toll fee on each land, and the 
frog can't pass through until he's 
collected a certain amount of 
money," Martyn explains. 

Gamep lay-wise, Superfrog isn't 
looking to break down any barriers 
- although it might just tickle a few 
ribs if the proposed 'humour' ele- 
ment makes it into the final version- 
"Humour does play a certain role in 
the game. We've tried to do every- 
thing in typical cartoon graphics. 




Team 17 promises that Superfrog 
will be choc-a-block with smutty 
humour. Whether or not the "Big 
Sucking Theme" in included in that 
remains to be seen. Parents, 
watch out... 



It's not just in the graphical 
department that Superfrog will 
be dressing to impress, learn 17 
musical stalwart Allister Brimble will once 
again be providing the tunes and 5FX which, 
the team promise, will be something very spe- 
cial. "Superfrog will mark a departure for us in 
that it will feature in-game music, whereas we 
usually use just sound effects to create 
atmosphere," says Martyn. "With 
platform games I think music is 
important, but we won't forget 
spot FX and speech." 

The speech aspect is being 
played up ■ Superfrog is to have 
a Geordie accent, for a start, "We 
wanted Jimmy Nail to the do the 
Superfrog speech, what with him 
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"There tends to be a lot of 
ideas after we've had a 

bit of a booze-up - 

most of them are sadly 

unusable, though..." 

Martyn Brown 
Superfrog project manager 
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But I think that if we set the game 
out to be funny we'd he on a loser 
because not everyone shares the 
same sense of humour as us," 

Much of Superfrog's comedy is 
to be based around the main char- 
acter's Geordie origins, which might 
just include some slightly, shall we 
say... racy elements. "You know 
how every platform character does 
something like knock on the glass 
or play a Gameboy if you leave him 
alone - well we wanted Superfrog 
to light up a tab and have a few 
drags I But we were a bit concerned 
that parents might not appreciate 
it if their kids worshipped a little 
green hero that drank and smoked, 
so we changed that animation - but 



we can't use the new one either." 
Suffice to say that, should you 
Leave Superfrog to his own devices 
in the game's current version, he... 
erm ... entertains' himself. At least 
yqu won't get lung cancer fmm 
what he's doing now. but it's a bit 
disgusting." says Martyn. "We have 
to remember that we're doing a 
game that parents will look at and 
say 'Aah, that looks sweet'. But at 
the same time we want to put a 
more adult-humour edge in it that 
only older people would relate to." 
Adult humour or not, Superfrog 
is still a cutesy game at heart Have 
the team, given their shoot-'em-up 
pedigree, found it difficult adapting 
to, a less 'hard' game style? "Super- 



frog IS hard! He's from Newcastle!" 
protests Martyn- "Seriously though, 
it's not really been a great strain 
doing the cuter type of game. It's 
taken longer because of the paya- 
bility being very important and the 
feel has to be 100% right. It's been 
a lot of fun to develop, especially 
the character and the storyline. Eric 
Schwartz's animations have kept u<. 
smiling too - I can't wait until the 
animation is finished." 




Superfrog may not be able to fly, 
but his flowing red cape allows him 
to perform some astounding jumps - 
like this graceful little number, 
which has the ontaoking turtle suit- 
Ably agog. 
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European Champions 
1992/3 SEASON EDITION 

NEW ENHANCED VERSION 
OF THE GREATEST FOOTBALL GAME EVER 

For existing owners ol Sensible Soccer - European Champions who want to have the new version, just send a 

cheque or Postal Order for £4.95 (inc p&p) made payable to Sensible Soccer Offer, along with your original DISC 1 

to Sensible Soccer Offer, c/o Unit B3 Edison Road. St. Ives, Huntingdon!, Cambs PE17 4LF, Both sets of discs will 

be relumed to you within 14 days of receipt {allowing for cheque clearance). 

r \ 

CI, Metropolitan Wharf, Wapping Wall, London E1 9SS 1992 Sensible Software. Published by Renegade 
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Dracula, The 

Frankenstein Monster, 

w The Mummy, The Wolf Man, 

The Bride of Frankenstein and 

The Creature from the Black Lagoon. 

Classic monsters from a movie age 

gone by* But more than that... 

creatures from our oldest dreams 

and our darkest nightmares. 

They have met and battled before, 

but now they are back* Back to form 

an unholy alliance to make our worst 

fears turn into a terrifying reality* 

ATARI ST . CBM AMIGA 
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U.S. EXCLUSIVE! 



TO BOLDLY 
GO WHERE NO 
CONVERSION 
HAS GO 
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When Electronic Arts released its 
official Star Trek game for the PC 
earlier this year, it caused a sensa- 
tion. Now that the game's 
developer's Interplay have set up 
in the UK, an Amiga version is 
finally in the pipeline. Gary Whitta 
beamed over to California to get 
the inside track on what just 
might be one of the biggest games 
of next year... 



We have to admit this one 
comes as something as a 
surprise to us So much of 
a surprise, in fact., that we only just 
managed to squeeze this Work in 
Progress into the issue at the last 
minute - 1 don't know, the things we 
do for you. Anyway, the story goes 
that when Electronic Arts released 
Star Trek qn the PC earlier this year 
(to coincide with the 25th Anniver- 
sary of the TV show), the official line 
was that there'd be no Amiga ver- 
sion - which must have come as a bit 
of a blow to Amiga-owning Trc-kkics. 
who've had nothing to keep them 
going bar a clutch of uninspired and 
unofficial PD games. 

But Christmas is on the way, and 
this is the season of miracles - so 
how's about this one for size? Now 



that Interplay has officially set itself 
up as a publisher in the UK (a status 
it has held in the US for yonks), it no 
longer has to rely on E A to call the 
shots for them over here. And so, 
with the British market now firmly in 
mind, the company's finally taken 
the long-awaited step of producing 
an Amiga version of one of the year's 
best PC games. Hallelujah I Actually, 
the California-based developers have 
been working on the Amiga version 
since July but it's only now, with the 
announcement of Interplay's new UK 
interests, that it's all come out into 
the open. 

As it's a celebration of Star Trek J s 
25 years at the forefront of science 
fiction, Interplay's game goes back 
to the old days, before Kirk, McCoy 
and the rest of the crew had to start 



PROJECT; Star Trek; The 25th Anniversary 
PUBLISHER: Interplay 
DEVELOPER: Inhouse 
INITIATED: July 1992 
RELEASE: Early 1993 



wearing corsets and could run up a 
rocky alien mountainside without 
the aid of a aimmer frame. In fact it 
goes right back to the fourth season 
of the original television series, from 
which most of the game's storylines 
have been culled- The game's an 
interesting mix of space-based 
arcade action (commanding the 
Enterprise against a variety of bad - 



one presented like a genuine televi- 
son episode with its own separate 
title sequence, storyline and even an 
epilogue. 

The PC version was a big hit pri- 
marily because it did a superb job of 
capturing the TV show's camp 60's 
style and tone. The weighty respon- 
sibility of ensuring that the Amiga 
version does the same is that of pro- 




dies like Klingons. Romulan and 
Elasi) and adventure, with Kirk and 
the crew beaming down to planets 
and space stations to investigate the 
inevitable mysteries. 

But because it's based on the orig- 
inal TV show, Star Trek doesn't con- 
sist of one continuous movie-like 
storyline. Instead, it's split into eight 
independent mini-adventures, each 



ject manager Bruce Sehlickbernd. 
The obvious question is ■ why do an 
Amiga version now? "We believe 
that Amiga owners will buy it!" he 
replies, The Amiga market often 
has different taste than the PC mar- 
ket, but the appeal of Star Trek cuts 
across those lines." 

Even so, the main question 
mark hangs over whether the 
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(Above) It's up to Kirk to deal with 
pre-combat situations diplomatically 
so as to avoid aggro if he can. The 
likes of the Klingons, however, are 
unlikely to be placated by words. 

Amiga can deliver the same impres- 
sive technical thrills as the PC origi- 
nal - and Bruce admits that compro- 
mises have had to be made. 
"Graphics is the main one/' he says, 
"We're using the Amiga's 64 colours 
in halfbright mode as opposed to 
the PC's 256, and that's a step down, 
Still, the overall effect is fairly close. 
Getting the game to 
work from floppy disk 
drives is another con- 
tern, but the episodic 
nature of the game 
should give us good 
creak points. An Amiga 
500 is not as powerful 
as, say, a 33Mhl 4&6 PC 
but it isn't that different 
from at 10Mhi 2B6. 
Certainly some of the 
higher-end Amiga; will 
have power to spare." 
Despite the 

inevitable cuts that 
have had to be made, 
Bruce is confident that 
the Amiga version will 
be as good as the PC 
gameplay-wise AND 
succeed in conveying 
the Star Trek atmo- 
sphere just as well. "It's going to be 
the same game except for less 
colours, and we're even making 
some improvements and correc- 
tions." he reveals, "When the Enter- 
prise is hit during combat, for exam- 
ple, the screen will shake - 
something that we couldn't da on 
the PC version. We're also including 
a bypass that will allow the adven- 
ture-only types to skip through the 
space combat." 

Apart from that, the gameplay 
remains the same ■ after all, why 
change a successful formula? 
"Much of the game was dictated 



by the design philosophy," Bruce 
explains, "We wanted to put* the 
player into a Star Trek episode from 
the TV series. Most of the decisions 
flowed from that premise. We felt 
half the appedl would be to interact 
with characters from the actual 
series. The big difference from other 
adventure games is that Star Trek 
puts four characters - Kirk, Spock, 
McCoy and a Security Officer - under 
your command rather than just one " 

"Space combat was tense and 
exciting in the original series," he 
continues, "We debated a number of 
approaches but in the end, to get 
that excitement level and utilise the 
starship Enterprise itself, we went 
with a 'space combat simulator' 
style " Star Trek's original makers 
Paramount have also had a part to 
play, mainly in a supervisory role. 
"They wanted to ensure that the 
game remained true to the original 
characters and background," Bruce 
explains. "On one point they were 
very clear - if you kill a continuing 
character like Kirk or Spock, the 
game ends and you lose. That's why 
we have the security officer (known 
lovingly as Ensign Expendable) there 
as a safety valve - you can make a 
lethal mistake and still continue 
play." 

The Amiga version of Star Trek 
currently has five people working on 
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it - two of whom worked on the PC 
original, with an impressive four 
admitting to being genuine Trekkies. 
The game's just reached what 
techy development types call an 
'early alpha' state - the space combat 
section is all but complete, but the 
adventure-style missions {which 
employa icon-based player interface) 
still need a lot of work. At the 
moment the game sits on eight 
disks, one for each of the game's 
episodes' ■ "But," says Bruce, "final 
compression will probably allow 
some pairs of scenarios to occupy a 
single disk. In a two-drive system, we 



(Above) "He's dead, Jim," Alas, it's 
always poor old Ensign Jones who 
cops it in the perilous ground mis- 
sions, giving Kirk, Spock and MeCov 
a second chance. He's not much use 
anyway, and can't be that bright if 
he agreed to beam down in the 
first place - hasnt he ever *een Star 
Trek, after all? 



(left) Enterprise's shields, engines, 
transporters, databanks and com- 
munications are all at Kirk's 
command - he controls them by 
issuing orders to th* relevant sta- 
tion chief, Notice that Mr Scott {far 
left) now sits on the bridge rather 
than down in the engine room, 
making it easy to access him. 



(Below) Star Trek's mission sections 

are entirely icon-controlled and fea- 
ture such favourite objects as the 

ios) remaining in the boot-up drive Tr , Mrtta(V ph „ Ers (l#t to kill or 

and ground missions to be inserted stun ) am j Doctor McCoy's cyre-any- 

into the other drive as required. On thing medical kit. 

a hard drive, of course, there will be 

no disk swapping." 

With work on Star Trek due to be 

completed in early December, the 

game may be in the shops in time to 

ring in the New Year. Of course we'll 

be giving it a full going-over as soon 

as a copy beams into the office, so 

until then you'll just have to be 

patient- We have to say we can hard- 
ly wait ourselves... 



envision the system being run with 
the startup disk {and space scenar- 
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T HE BATTLE OF BRITAIN 

Summer I'MO. The future of Wortd War [[ hangs in ihe balance. 
Hie cream of the Herman Luftwaffe and the aces of (he RAF 
art' locking horns in their most crucial confrontation ycl -The 
Battle of Britain. 

fiver 50 yean on, you have the chance to re-live 
thai famous battle and play the part of a British pilot or a 
German flying ace. Your performance determines whether the 
uutcome is a repeat of the Brilish victory or an unprecedented 
German success. 

Programmed by the team that brought you 
1 Flight Of The Intruder", the dcfinilive 90 's flight sim. Reach 
For The Skies exploits the same unparalleled technology and 
reaches new heights of historic realism. 

Re-live the crucial days of the- battle as controller, pilot 

or gunner. 

Includes huge array of in-flight options and controls. 

Choose from eight meticulously recreated aeroplanes - 

Spitfire. Hurricane, Fif 109. Bf 1 10. Ju H8, He 111 

or Do 117 

Features record and playback modes - watch and 

n>walch your favourite dogfights, 

PC version includes multiple sound board 

support, 256 colour VGA graphics and Gaurad 

shaded aircraft for extra realism, 
Available on PC and 100% compatibles, Atari SI 
and Amiga, 
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What with the dolls, stickers, costumes and 
even cartoons being based around the larg- 
er-than-life characters from the squared cir- 
cle, this seems like the perfect time for the 
release of Ocean's WWF European 
Rampage, the sequel to last Chrimble's 
Number One hit. We sent Simon Byron to 
find out how it's coming along. Woo! 
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Wrestling has never been an 
easy game to convert to 
the home computers. The 
only semi-decent one I can remem- 
ber was an ancient 8-bit game from 
Melbourne House (remember 
them?) called Rock and Wrestle, 
named as such because rqck musk 
played whilst you wrestled. In fact, 
the only Amiga wrestling game we 
can remember at all is the hugely 
successful (but immensely rubbish) 
WWF. Transforming such a physical 
sport into a playable and enjoyable 
game is only a job for the coura- 



geous and it is Arc Developments 
(who seem to be all over the place 
nowadays) who have been chosen 
to try and make up for last year's 
let -down. 

Wherease the first WWF game 
was based around straight 'one-on- 
one' combat, European, Rampage is 
tag -team. Having formed a two- 
man hit squad from either Hulk 
Hoy.m. Bret 'Hitman' Heart, the Ulti- 
mate Warrior or Macho Man Randy 
Savage, you then have to fight your 
way around the globe in an effort 
to become the hardest leotard 



wearers in the world. There are four 
different fight arenas, one in Eng- 
land, Germany, France and finally 
America, with three tag -teams to 
tackle in each- 
There are two modes of play to 
chose from. If one person is playing 
alone then the computer takes 
charge of the non-fighting charac- 
ter. If the single player gets into a 
spot of bother then the computer 
will leap into the ring (well, the 
computer-controlled player, not the 
computer itself) and attempt to 
wrestle the opponent off using a 



(Left and below) 
There's a wealth of 
factual information 
contained in the 
main game and 
these screens are 
typical of hew the 
various statistics of 
the Tag-Teams are 
displayed. There 
will also be an 
accompanying 
piece of music for 
each team - based 
on the Team's real 
theme tunes. 




variety of moves. The player then 
assumes control over the 'active' 
wrestler. In two-player mode each 
player controls a separate fighter in 
the tag-team, necessitating the 
need for team tactics. 

Geat-'em-ups live or die on their 
feel and ±he variety of the combat 
moves available, so just how many 
moves are there going to be? 
"Absolutely loads," replied Paul 
Walker, who is handling European 
Rampage's graphics. "Certainly too 
many to go into here, All the moves 
are progressive which means the 
same joystick movement in one 
instance, say when running around, 
will not be the same as when you're 
involved in a headloxk. We made 
the movements very easy to select 
so there should be no problem with 
the control method." 

As you can see from the shots, 
the ring size has been reduced dras- 
tically compared to the first WWF 
game Although the screen scrolls 
slightly allowing players to leap out- 
side the ring, the basic action will 
be contained more or less in the 
convenient bite-size chunk us tech- 
nical gurus call 'the screen'. 

The simple reason for this is that 
Arc are intent on making the game 
as action-packed as possible. 
"Instead of having the player run- 
ning around all the time trying to 
attack the other character with lots 
of space to 'get lost in', we've kept 
the ring small so that the action is 
always there," explains Paul. "We've 
deliberately omitted the bashing 
each other with objects so that we 
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PROJECT: WVUF European 
Rampage 

PUBLISHER: Ocean 
DEVELOPERS Arc Devel- 




can keep the 
amount of actual fighting 
moves to the maximum possible 
within the memory constraints. 
There are 108 animation frames per 
character, all drawn in 16 colours, 
with a total of twelve characters so 
we're already nearing the maximum 
memory available All the graphics 
have been drawn from scratch se it 
has taken a long time to reach the 
finished stage we see now. 

"We originally worked out all the 
moves we wanted to do and then I 
went ahead and started drawing the 
graphics. We found that when we 
began implementing moves, there 
were a number of other animation 
frames we had already drawn that 
we could use to make movements 
flow mare freely. For example, to 
get from outside the ring r roll under 
the rope and stand up in the ring 
requires fourteen frames. These 
frames, however, are not all dedi- 
cated exclusively to that move, 
they're flexible enough to be used in 
other animations so everything is 
really nicely animated," 

Some people are very wary of 
how they are going to be repre- 
sented in computer form and every- 



" We tried not to really take 
much notice of the original 
WVUF; we just decided that we 
were going to do a wrestling 
game and then worked out how we should 
do it. And I think that we've come up with 
the best game possible." 

Paul Walker 
WWF European Rampage graphic artist 



thing in European Rampage has had 
to be sent over to WWF organisers 
Titan Sports for approval. So far, 
however, their comments have been 
minimal, "The comments that they 
have sent back have been good." 
Paul chips in, "It's quite a kick tD 
receive these compliments and think 
'Yeah, I agree with that'.'' 



Sound will take the form of the 
four wrestler's theme tunes which 
will play on the player select screen, 
"In real life each wrestJer has his 
own song so we obtained a tape of 
these songs and reproduced them 
on the Amiga. There's a few more 
sound effects to go in there yet and 
we may be including some speech. 



MEET THE SUPERSTARS OF WRESTLING! 





HA1I 

One half of the 
irgion of Doom 
this guy is definitely . 
to be mwwd with. 



BRET "Hit MAN' HART 
Tils' newly-crowned WWF 

Champion, the Hitman is 

called the "excellence ol 

execution" for his top skills 



ANIMAL 

The Other half of the LOD. 
You can tell who's who, 

because Animal has a spi- 
der on kits nut. 



ILK HOI 

Hooray! Still the perennial 
favourite, even though h* 

doesn't actually Wrestle 
anymore. Sniff! Sniff I 



although that can't be guaranteed." 
Obviously when working on a 
sequel, the criticisms of the original 
game have to be taken into account. 
Even though WWF1 was slammed 
by the press it still sold by the buck- 
et-load and, rather surprisingly, Paul 
doesn't dislike the first game. "It 
was quite good/' he piped. "To be 
honest I never saw the criticisms at 
the time as I was too busy working 
on The Simpsons game." 

When asked whether he thinks 
European Rampage improves over 
the original he's not so sure, "I 
wouldn't necessarily say that it 
improves upon WWF; it takes a dif- 
ferent track, I don't really think you 
could compare the two games. In 
this game the ring is totally differ- 
ent, the players are more life-like 
than cartoony, there's a lot more 
different moves and the other game 
was very similar to the arcade 
whereas this one is completely dif- 
ferent. We tried not to really take 
much notice of the original WWF; 
we just decided that we were going 
to do a wrestling game and then 
worked out how we should do it. 
And I think that we've come up with 
the best game possible." 

WWF European Rampage will be 
released in the next couple of 
months and should hopefully take 
the wrestling game forearm 
slapping into the Nineties. 
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These CharacteriStkks are rather 
good, aren't they? Now you 
can play the game of the film 
using the joystick of the film ■ smart! 
There are five different joysticks to 
choose from: Bart Simpson, Alien 3, 
Terminator 2 and two Batman 
designs, one based on the film and 
one on the Saturday-morning car- 
toon, And the price of these aes- 
thetic marvels? Just £12,99. Bargain! 
Of course, enter this compo and 
you could win a joystick for nowt. 
Because - yes! - we have 25 tarand- 
spanking-new CharacteriStitks to 
give away, all thanks to the over- 
whelming generosity of Cheetah, 
purveyors of highest-quality joy- 
sticks since 19B6. And it's so easy to 
enter, even we could do it! (Steady 
on - Ed.} 

WHAT YOU HAVE TO DO... 

Okay, it's get out your paper and 



crayons time again. Imagine that 
you've just been made top cat at 
Cheetah [Get it? Cat, Cheetah, Bril- 
liant- I'm wasted here, you know,) 
Having parked your bot into the big 
boss's chair, rearranged the execu- 
tive toys on your desk and ordered 
some new business cards, you settle 
down to your first task of the day - 
designing a new joystick to join 
Cheetah's CharacteriStick range. 

Let your imagination run riot. You 
can pick anyone or anything as the 
subject for your 'stick. Be wacky. Be 
outlandish. Be funny. Then, when 
you've thought up a good idea, 
sketch it on a piece of paper, com- 
plete with any illuminating com- 
ments and/or annotations and send 
it in to us. The 'sticks that we deem 
to be the most original, interesting 
and amusing will win one of the 
twenty-five Cheetah Characteri- 
Sticks. Easy, eh? 



25 CharacteriStkks up for 
grabs in this smashing 
Cheetah competition! 




pFill in this coupon, attach it to your joystick design and send it to: Stick This In Your 
Cakehole Compo r THE ONE, Priory Court, 30-32 Farringdon Lane, London EC1R 3AU. 
Alternatively, if you don't want to cut up the mag, just make sure your personal details 
are written clearly on your entry. All entries must reach us by 21st December 1992. 
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MISSION : 

GO TO LOCAL DEALER. 

..REQUEST DEMONSTRATION. 

. . G ET. . 



.BADGE.. 

RING US FOR DETAILS 
0453 756993 

















FIREFORCE 

TWELVE 

HUGE 

THRILLING 
MISSIONS 



- Join the ELITE fighting force of the fearless 

- exciting missions across different TERRAIN 

- choose from a huge ARSENAL of weapons 

- MK 16's, AK47's, grenades knives and more 
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5a then, Richard, what did you 

used to do before you became 
involved in the so-called 'Comput- 
er Industry'? 

Well, I've done lots of things. I used 
to be a Staff Writer at ATV Music, a 
recording artist doing a number of 
different things with various bands 
and I've alio worked with Trevor 
Horn \s rather famous record pro- 
ducer who, as it turned out, wrote 
most of the Frankie Goes To Holly- 
i wood songs amongst a number of 
other things] and Hugh Padghan who 
produced a lot of Phil Colli ns's stuff. 

What made you move from live 
music to computer music? 

I was looking through the adverts in 
the back of Melody Maker when I 
came across one from Palace Soft- 
ware which stated that they needed 
somebody to compose music for one 
of their games. One thing led to 
another and I ended up composing 
a theme which, thankfully, they liked. 
It's all gone on from there, really. The 
first thing I wrote was Cauldron 2 on 
the Commodore &4. 

Wai it hard writing on the CC4? 

When Stan Schembri, the program- 
mer, finished the game we looked at 
what music packages were available. 
The main one we gave the once-over 
to was the Advanced Music Studio, 
from Rain bird, complete with fake 
keyboard overlay. We sat down and 
actually figured out what it was 
doing and Stan wrote my own cus- 
tom program to do the same. I'd 
write the music on that, copy down 
all the numbers that it would pro- 
duce and then feed all that informa- 
tion into the main game program. 
Pete Stone, the Palace Boss would 
play me Rob Hubbard [perhaps the 
most famous musician on the 64 
back in the eighties] tracks and say 
doit like that. 

What software do you use now? 

The program that I produce most of 
my music on is another custom made 
job bit written by Alan McCarthy and 
Andy Smithers from Vectordean. 
They're both quite talented with 
sounds so the program is excellent. I 
have used MED and SoundTraeker 
but the trouble with those is that 
they take up too much memory 
whereas this one doesn't, making it 
more flexible. It's got an excellent 
waveform generator as well. 

How much memory are you allo- 
cated for nn average game? 

It all depends. The Chaos Engine is 
over 200K whereas Robocod was 
30K. its often hard working within 
the constraints of. say, Robocod, 
especially when you see a game like 
Zool which looks as though they gave 
a lot of memory over to the music. 





Oh Mister 
Songwriter 

I bet you that you've heard of this man. Or, rather, you've heard of 
something by him. Richard Joseph has been responsible for the aural 
tapestry in many of the Amiga's biggest releases over the past few 
years, including Sensible Soccer, Speedball 2, Mega- lo -mania and the 
rather excellent Gods. Seeing as how he's involved in so many games, 
we decided that it was high time your good selves were introduced 
to the man behind the music. So, then, dear readers, put your hands 
together and then sort of slap them with each other as we present 
for you... Mr Richard Joseph! Simon Byron is your chat-show host. 



I'm often supplied briefs which are, 
quite frankly, over ambitious for the 
amount of memory I'm given. 

What tort of briefs ore you given 

for games. Do they describe every- 
thing or are you left pretty much 
to improvise? 

Once again it all varies, For The Chaos 
Engine, Eric Matthews did a really 
detailed brief right down to the indi- 
vidual sound effects here and there. 



He even made noises over the phone 
to me saying things like "Make it 
sound like this ■ thhhhhh! " John Hare 
is another one who'll put an immense 
amount of detail into the specifica- 
tion but other times I'm pretty free to 
do what I want. For instance, with 
the James Pond music [all variations 
on the original Bond theme], I wasn't 
actually told to do it that way SO it 
was nice to be able to have the 
chance. Most of the time, though, I 



like to have everything to do with the 
music down in writing or even exam- 
ples of music played to me, so that I 
know exactly what to do and don't 
have the opportunity to get anything 
wrong. 

You didn't get into trouble for 
using the Bond themes in James 
Pond, then? 

No, somebody did pick up on it 
but we managed to smooth 




things over fairly easily. One which 
we would have had the most prob- 
lems with was the original music for 
The Aquatic Games which was a vari- 
ation on the Chariots Of Fire theme. 
It had to be pulled from the game 
unfortunately which 1 was a little 
upset about because, for me, it was 
one of the best pieces in there. 

What would you consider to be 
the best piece of music you've 

written? 

There are many of my tunes which all 
work as well as each other, although 
on slightly different levels I've always 
been very keen On the "Hill Billy' 
music I wrote for a game called 
Moonshine Racers which unfortu- 
nately bombed I could pick out a 
number of pieces that I'm pleased 
with, the shop music in The Chaos 
Engine, for instance. Quite often, 
though, I'M write something which is 
particularly excellent and then two 
weeks later I'll bate it, 

Have you ewer written a piece of 
music which you've really loved 
but other people have not liked or 
not given you any credit for? 

I was really knocked for doing the 
theme music for Global Effect, The 
actual game itself had no more than 
a couple of beeps here and there so 
the theme tune 1 wrote for it was 
realty well received by the actual pro- 
grammers although no-one else 
seemed to take much notice of it, 
unfortunately. It's fairly upsetting 
when the music is not mentioned at 
all. I take it all with a pinch of salt 
nowadays although it used to really 
worry me to the extent that I'd think 
that I wouldn't be employed again if 
my last piece wasn't raved about. 
The theme I did for Barbarian on the 
54 was, I thought, really ambitious 
hut it wasn't very well received 
because people didn't want to be 
astounded in those days, they want- 
ed really good music as long as it 
sounded like Rob Hubbard. 

Do you think that music is an often 

overlooked aspect of a. game? 
Not so much nowadays, it's only 
overlooked in so much as the budget 
available in terms of memory, 
although I don't argue with that as 
the programmers know exactly what 
they're doing and I Just have to put 
up with it. Companies are starting to 
realise now that gamesplayers expect 
a lot more from a game. 




"It's often hard working within 
the constraints of, say, Robocod, espe- 
cially when you see a game like Zool 
which looks as though they 
gave a lot of memory over to 
the music." 



sound effect it's always nearly few tunes that I've written using the 
impossible to obtain the same results Roland that need to be copied across 
on the Amiga afterwards. Once you onto the Amiga and translating a hn- 
get into the swing of it, though, the ished piece onto the computer is real 
Amiga's charm-and style more than ly difficult, because you find that 
make up for this. Whatever instru- you've got all this orchestra I -type 
ment I'm working en I'll aways go arrangements that couldn't possibly 
back to the Amiga. Due to the mem- work on the Amiga The biggest chal- 
ory restrictions you'll end up with a lenge is trying to create a song which 
finished piece that sounds tight, sounds as if it is a real piece with all 
which is no bad thing, but often I'll the associated instrumentation, like 
shave the beginning of a sample off the banjos on Moonshine Racers, 
just to save that little bit extra mem 



Haw was the Gods title music cre- 
ated? 

The actual piece. Into The Wonderful 
was written by John Fox and Simon 
Rogers to be released at some stage. 
Eric Bitmap heard it, gave me a tape 
with loads of mixes on it and said 
"Make me a three minute version." 
The whole track consisted of samples 
which were just cut up and used here 
and there much the same way as the 
Magic Pockets theme. We originally 
went into a studio and took the 
music from the original 24 track tape. 
I really wanted to use vocals on that 
track but Betty Boo wouldn't allow 
it. 

Have you ever been disappointed 
at all when you heard your music 

in the finished game? 

Yes, on occasions, What you get 

sometimes is the "We need the music 

toddy, it's got to be out by tomor- 
row" situation and I like to have as 
much time as possible on my music. 
obviously That's part of the reason 
that Speedball 2 turned out so well 
because I went to see Eric just after 
Christmas and we spent a week just 
tweaking and tweaking it until it was 
great Sometimes I receive a finished 
game back (and I'm not mentioning 
any names here) and \ just don't want 
to load the game because I know that 
the brief was kind of half-hearted or 
things are just not how they should 
be. I will mention that i thought the 
ball was too loud in Sensi Soccer. 
though,- are you listening Jon? 

You actually get involved with the 
sound effects as well, like the 

speech in Speedball 2? 
If there's a budget for this I prefer to 
use real actors for speech like we did 
on Falcon on the CDTV and Megalo 
mania. I have lots of sound effects on 
DAT tapes which we use, although I 
don't have a really good stone-grat- 
ing noise, so if anyone out there has 
one then perhaps they can send it in. 
The ice-cream' on Speedball 2 was 
originally going to be very quiet and 
subtle but Eric turned it up to the vol- 
ume we have now, Ask me about 
Jim'll Fix It. 



ory, No matter how short a bass 
drum sample is you can always make 
it shorter. 
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Have you reached the stage yet 
where you feel restricted by the 
Amiga's hardware? 

No, not at all. I love working on the 

Amiga • it's great fun - although if I 

did something on, say. the 

Roland with its great big reverb 



h there anything which you would 
like to do now but feel you can't 
because the technology is simply 

not there? 

How does writing computer tunes No. I don't think so The thing with 
differ from composing 'real- music? the Amiga technology is that it's so 
It's wildly different, the two Styles advanced anyway It's been respon 
couldn't be further apart Sitting at a sible for so many things in the past, 
keyboard and just doodling is some- like adverts and such, t 
thing that you just would not con 
sider on the Amiga. There are quite a tions. 



used for a whole variety of applies- 



Er» okay- I hear you've been on 
Jim'll Fix It recently, do tell us 
nwrCf 

A viewer wrote in to Jimmy asking if 
he could see how a computer game 
was produced, so the TV crew took 
him up to Millennium where I 
showed him how I write all the game 
music I also wrote a special remix of 
the Jim'll Fix theme in the style of 
Robocod, mixed with a load of dif- 
ferent speech samples from Sir James 
of Sauille himself, which was quite 
good fun. It should be shown on the 
special Boxing Day edition. 
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F E A T U 



It's the machine they've all been 
speculating about but at last it's 
here. In fact r the new Amiga 1200 
should be in the shops as you read 
this. What can it do? What does the 
software industry think about it? 
What are its chances against the con- 
soles? And, perhaps most important, 
what price is it? David Upchurch, 
roving reporter, found out... 
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The Dream Machine 
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"This is the most signif- 
icant moment for the 
Amiga range since the 
A500 was launched in 1937. The 
Amiga 1200 is brand new technoto- 
gy. We're confident it will lead us 
right through the Nineties.'' 

So speaks a bullish Kelly Sumner, 
Commodore's MO, at the October 
launch party for the Commodore 
A12Q0. Yes, the long-awaited 'Super 
Amiga' It finally here and should be 
hitting the major high- street stores 
as you read this. Weighing in at a 
very attractive £399.99 price-point, 
it boasts the same enhanced chipset 
that's fitted inside Commodore's 
high-end A4Q00 workstation. But 
what does that mean to you, the 
consumer? Come tip-toe through the 
tulips with me and find out... 

Commodore A 1300: 
An Overview 

Imagine an A6G0 stretched width- 
ways with a numeric keypad bolted 
on to fill out the empty space and 
you've pretty much got the 
A120Q. The reintroduction of 
the keypad was a wise idea - 






not only does it shut up all the grum- SIX times faster because the 68020 
biers who complained when it was has a full 32-bit bus to communicate 
removed from the A60Q, it also with the outside world. On top of 
makes the the AT 200 a visibly new that, the blitter also runs at a slight- 
arid different machine and one you ly higher speed, 
wouldn't mind paying £400 for, In 
addition there are a couple of Graphics 

unmarked keys - what they're used The A1200 boasts a palette of 1 &.B 
for is anybody's guess! million colours, of which Com- 

The floppy slot and the mouse/joy- modore claim a maximum of 
stick ports are positioned conve- 256,000 can be displayed at once, 
niently on the right-hand side of the 
machine, and round the back there's 
the usual row of video/communica- 
tions ports, Sadly, however, the 
A1200 lacks a large expansion port 
(like the A600 did), SO if you've 
bought an A590 hard drive or an 
A570 CO-ROM drive then you'll not 
be able to hook it up to the A1200. 

Speed 

The CPU inside the A1200 is a 
Motorola 68020 chip running at 
14.19MHz, double the speed of the 
A500/600s Motorola fiSOOO 
Although this would, at first, lead 
you think that the A1200 will only 
run twice as fast as a 'normal' 
Amiga, it actually performs FIVE TO 



presumably in some sort of Super 
HAM' mode, If this is the case then 
since such a mode consumes CPU 
time to generate the display it's like- 
ly to have limited application to 
games. 

The 256-Colour graphics mode is 
the one that's most likely to be 
exploited by games designers, and it 
puts the A1200 on a graphical par 
with PCs fitted with VGA. The practi- 
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A1 200 TECH SPECS 

And now. h» .ill you Trial heads out th*r*. we presented (hi 1 full. unc*nsor*d 
specifications vf Wir A12O0... 



PROCESSOR: 

CUSTOM PROCESSORS: 

CHIP MEMORY: 
FftST MEMORY: 

ROM: 

EXTERNAL INTERFACES: 



INTERNAL INTERFACES: 

KEYBOARD: 
INTERNAL DRIVES: 

EXTERNAL DRIVES: 

VIDEO DISPLAY: 

SOUND: 



32-bit Motorola fiflCUO running at 14.19MH; 

AA multlch<p coprocessor system :Alne Paula and Lisa) 

tor vidro, graphics, sound and DMA 

JlWhof 32-bit RAM. 

expandable to 4Mb of 1? bit RAM via CPU slot, with <iri .additional 

4Mb of 16-blt RAM in the PCMCIA card dot 

MJK. 

Mouse 81 [oys!i< k 

FS-IJ2 Serial. 

Centronics Parallel. 

Floppy drive. 

€8- pin PCMCIA 2.0 memory raid. 

RGB video 

Colour composite vidro, 

RF rrnjdulator. 
S( prrri audio. 

40-cin AT IDE. 

150 pin CPU local bus. 

Irvlegral 96- key 

3. S-inch floppy drive (maximum BBQK formatted)- 
? ^ inch AT IDE hard flVivf mimnlme, provided. 

Up to two comp.itilile floppy drives 
Additional drivei possible a; PCMCIA accessories. 

RGB, analog and digital output,, colour composric-; AF modulated; interlaced and non- 
interlaced; up to eight bitptanes. Compl«e< lo both PAL and NTSC vrdeo lUMrfantl 
Maximum of 256.WK? ealoun on-screen from ,1 palette at 16 S million, 

Four independent voices configured U 1wo ilereo chani", 



cal upshot of this, in the short term 
at least, is that PC games can be con- 
verted straight across to the Amiga, 
with no loss qf detail or colour, The 
palette data are stored in sixteen 
'banks', each containing sixteen 
colours. 

In addition, the dual-playfield 
■node has been enhanced so that 
two 16-colour screens can be over- 
laid and manipulated independently 
(as opposed to two S-colour screens 
on the A500/&GQ). The palette for 
each screen can be pulled from any 
of the sixteen colour banks, the net 
result being you can have a full 32- 
colour screen with some amazing 
parallax effects. Gremlin's Zool, 
enhanced for the A1 200, has to be 
seen to be believed I 

As before, there are just eight 
sprites, However, their size has been 
increased so that they can be up to 
64 pixels wide and any number of 
pixels high. The sprites are 16-colour, 
and again this palette data can be 
pulled from any of the sixteen colour 
banks. By overlaying sprites on the 



32 colour dual-playfield screen (I 
hope you're managing to keep up 
with all this), you can now have 48 
colours on-screen with ease! 

Sound 

The sound chip is identical to the one 
that appea red i n the A5 00 a nd A600 , 
nothing added, nothing taken away. 
Some more channels would've been 
nice, but since the Amiga's sound 



chip is one of the most advanced 
around anyway, this is no great hard- 
ship. After all, if it ain't broke, don't 
fix it. 

Memory a Drives 

The A120Q is fitted with 2Mbs of 
on-board RAM as standard. The 
drive is the same as the one in the 
A5O0/600, a low-density floppy 
drive formattable to 880 K. If the 




"The A1200 is brilliant; 

we're 100% behind it. 

Before Christmas we'll be 

releasing our big titles with 

enhanced graphics, but in 

the New Year we will be 

doing full A1200-specific 

games." 

Cory BrdGay 
Oct, in Software Dutctor 



(Left) The Amiga 1200 in impressive 

action. But what are its. (Kances 
aginst th* Atari Falcon? 
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"It's a seity bit of hit! 
The technical specifica- 
tions are very impres- 
sive. We can port 
graphics across from 
the Macintosh or the PC 
and actually make 
them better!" 

Simon irffcry 
Electronic Arti PR Mariagtf 

software developers had any real 
complaint at all it was that the 
Al 2 00 hadn't been fitted with a 
high-density drive, which would've 
permitted nearly""2Mbs of data to 
be stored on a single floppy- 
It appears that this drive format 
was chosen as a compromise. To 
keep the machine below the attrac- 
tive £400 price point the choice was 
either an A1200 with 1Mb of RAM 
and an high-density drive or an 
A1200 with 2Mb of RAM and a low- 
density drive. Commodore, having 
consulted various software develop- 
ers, decided to go for the latter 
option, 

The Final Anal y sic 
The A1200S technical specifications 
are simply stunning, making the 
£399 price all the more incredible. If 
there's any justice in the world the 
A1200 will wipe the floor with the 
competition. The machine's speed 
and graphic capabilities are fright- 
ening: they simply blow the 
Megadrive and the Super NES out of 
the water, It even gives a 486 PC a 
damn good run for its money. 

Support for the A1200 from the 
major software companies is enthu- 
siastic and very positive. There's even 
going to be top-quality games and 
utilities available for the machine 
as soon as the hardware hits the 
shelves! And in the New Year, 
when the softcos start devel- 
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FEATURE 

AMIGA 1200 VS ATARI FALCON 

THE CLASH OF THE TITANS? 

It appears that Commodore see the AIZOO appealing, in the near future at least, to the enthu- 
siast sector of the market, i.e. the tinkerers and coders, which places it into direct compe- 
tition with the recently unveiled Atari Falcon. Although the Falcon's technical specif cations 
are marginally superior to the AIZOO (especially in the sound department), it's £499.99 
price makes it precisely £100 more expensive than the A! 200, More importantly, Falcon soft- 
ware for seems very slow coming. Compare that to the enthusiastic way the major software 
developers are throwing their support 
behind the AI200, and there should be 
no doubt as to the likely winner of this 
hi-tech battle. 



oping games specifically for the 
A 1200 rather than enhancing exist- 
ing A5QQ/60O games, you're going to 
see stuff that will gobsmack you. 

It's a shame that it wasn't possi- 
ble to fit the machine with a high- 
density floppy drive and keep it 
under four-hundred smackers, but of 
the two choices available the 2Mb 
RAM/I Qw-d en sity drive one Com 

miKliirp plumped for w^v probably 
the wisest. It's also a pity that there's 
no hard-drive version available as 
yet. although I wouldn't be shocked 
to see an 'A120QHD' j n the shops by 
next Easter 

But this is just nit-picking, to be 
honest- Whichever way you look at it 
there's no denying that, as EA's 
Simon Jeffery puts it, the A1 200 is "a 
sexy bit of kit". With Commodore 
announcing that there will only be 
30,000 machines available before 




"The way forward has to be sophisti- 
cated 32-bit computing. With this 
launch we're simply staying ahead of 
the game." 

Melly Sumner, Commodore Managing Director 



Xmas, you'd be wise to reserve a 
place in the queue as soon as possi- 
ble- I have! 

S« where does that leave the A600? 
Still very much alive and kicking, is 
the answer. Commodore is obvious- 
ly still highly-committed to the 
A600's success - this Christmas will 
see the launch of the company's 
biggest advertising campaign ever. A 



"I'm very pleased that 
Commodore have made 
the move with the 
A1200 when they have. 
The software industry 
desperately needs the 
home computer market 
to stay buoyant." 

lin Stewart 

Gremlin Managing Director 



huge £35 million is being spent on 
advertisements on TV and in nation- 
al newspapers and magazines. The 
only way you'll be able to avoid hear- 
ing about the Amiga this Christmas 
is if you spend the festivities down a 
deep, dark hole, 

But the A600 won't be around 
forever, which is why now h,i> to be 
the hest time to unveil the next stage 
of the Amiga's evolution. We'll let 
Kelly Sumner have the final word: 
"When the Amiga 500 was intro- 
duced, the C64 became the entry- 



level machine. Eventually, of course, 
the Amiga 500 went mass market. 
We see the same pattern being 
repeated again. Now the Amiga 600 
is the entry-level machine. But in 
time the Amiga 1 200's user base will 
broaden from enthusiasts to mass 
market. 

"The way forward has to be 
sophisticated 32-bit computing. 
Look at the PC market, where the 
486 machine has supplanted the 
286- With this launch we're simply 
staying ahead of the game." 



WHEREFORE ART THOU, SOFTWARE? 

It always seems to be the same. A new wonder machine comes out and 
there's b*gger all software to run on it However, with the AI200 Com- 
modore seems to have got it pretty much right. It's claimed that there 
will be IS to 20 titles available before Christmas, all enhanced to take 
advantage of the AflOO's advanced capabilities. 

And they're top-name titles, too, such as Gremlin's Zool (which fea- 
tures some stunning parallax effects), Micro Prose's Civilisation (which 
now looks identical to the PC version) and Origin's Wing Commander 
(which moves like greased lightning). 

As for compatibility it's claimed that something like 60% of the games 
already available will work on the AIZOO but that might be Commodore 
being a little pessimistic. Ocean, for example, has found that of all its 
titles released over the last IB months only two don't work with the 
AIZOO, namely WWF and, surprisingly, Epic. 



Immerse yoLirseli in 




MAGIC IS 
REAL! 
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•m tke creator, of EYE OF THE BEHOLDER I & II, 

comes 1 lie Legend ol Kyrandia. 

A land ol dark mysterious forests and sleeping dragons. 

A land of glittering' rumes and emeralds. A Zand ol breathtaking beauty 

and secret.* to unravel. 1 lie land or Kyrandia. Gorgeous scenes and 

realistic animation draw you into llii« fantasy adventure. 

Elegant point and click control makes it easy to play. 

Trie Kill orcliest rated soundtrack will captivate you. 

TI 11-: LEGEND OF KYRANDIA AWAITS YOU. 



I 4V 111 I fl4 I VmI.'HU'F 1 & I] , .All V.I 111 4 ll OlITI^lMJli^ JIlJ Dr.l^Hllf JTL J I I\*dt' HI .1 r]-FS- H hi I ^K 1 Mf. 

FABLES AND FRIENDS „>A THE 1.1 GENDOl K\ RAND1A atK trademarki of VWwouJ Studios Inc. 

**2 WW wood Studio. Enc ' i 0' » ^ Vaftia U*nw< lid. 

All i-ijs'IlI* reserved. 






The Gruesome Twosome 
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PC SCREEN SHOTS 



VISA 



AMIGA - £29.99 
ATARI ST/STE-E29.99 
IBM PC (256 VGA) -£34,99 



Copyright 1992 Coktel Vision Available from leading retail outlets, 

Distributed under liceivce by Digital Integration Limited In case of difficulty phone: 0276 634969 

Digital Integration Lid. Watehmoor Trade Centre. WaLcrmnoor Road. Camberley, Surrey. GJ15 3AJ 
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Legends of Valour 


US Gold 
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Amber star 


Thai ion 
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Rampart 


Domark 
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Lethal Weapon 


Ocean 
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Air Support 


Psygnosis 
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No Second Prize 


Thai ion 
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Tiny Skweeks 


Loriciel 
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McDonalds Land 


Virgin Games 


70 


Campaign 


Empire 


73 


Bunny Bricks 


Silmarils 


74 


B.C. Kid 


Ubisoft 


76 


Bill's Tomato Game 


Psygnosis 


78 


Mansefl's World Championship 


Gremlin 


80 


Ween 


Colctel Vision 


82 


Premier League Manager 


Gremlin 


84 


Reach for the Skies 


Virgin Games 




THE SCORES 


All < 


elements of our games are rated 


out of a possible 


mai 


imum score of a hundred. But what do the scores actually 



mean? 

0-25 

26-49 

50-60 

61-70 

70-80 
81-90 
90 + 



Rubbish. Offensively low quality. 

Below average. Not acceptable by today's 
standards. 

Above average. But still plenty of room for 
improvement. 

Fair to good. Lots of nice points, but in no 
way perfect. 

Pretty smart. Above accepted standards- 

Extremely good. Top notch impress iveness. 

Simply excellent. Breathtaking. 






THE OVERALL SCORE 

Obviously, at the end of the day, when all is said and done, 
the Overall figure is the best gauge as to whether the game is 
any good or not. While representative of the elements, it is 
not an average of the other scores. That's why it isn't called 
THE AVERAGE. 



DAVID UPCHURCH 

The slave driver Editor has been 
really cracking the boss-type whip 
this month. Late nights all round 
have beelt the order of the day 
without so much as a free beer or 
anything. There's rumours of a 



next few days so you may notice a few changes in 
the neict issue. I can tell you- Hopefully things will 
be different and, come Christmas, he'll be dusting 
down the Santa suit and popping down our 
chi ironies, rosey -faced and pie-eyed (for a change). 



GARYWHITTA 

It's been a big month for Gary since 
we last spoke. He's spent most of 
his spare evenings out down the 
— pub (for questionable reasons) or 
cheering on Tottenham "Hof spurs 
on Saturdays, for reasons unknown. 
He calls himself a Spurs fan but when asked to 
name the colours of their strip on a pub trivia 
machine, he pressed the wrong button and lost all 
chance of the Team winning a few bob to 
supplement their meagre earnings- By the way, 
presents and Christmas 'tips' to the usual address, 
please- 

-| SIMON BYRON 
I Simon has spent most of the last 
month harping on about the 
Batman cartoon shown on Saturday 

I mornings. Things have become so 
bad that he's thinking of changing 
his rurrif to Bruce Wayne by deed 
pole. We even caught him wearing a rubber suit 
and mask the other day, but decided that it's only 
normal for a country boy to experience 'difficulties' 
when faced with depressing City life. Still, things 
could be worse, he could start snogging cats. 

ROB CARTER 

Anybody would have though that 
Rob (or Bob, or Sod) had broken a 
mirror in the past few weeks, 
judging by the amount of bad luck 
he's had. His newly aquired flat 
' decided to do an impression of a 
swimming pool when it rained the other day so he 
had to shack up with Mike the Tramp who lives at 
the end of our road (it's high-class around here, you 
know) and to top it all off was beaten by 
everybody at Sensible Soccer (including Mike)! Can 
things get any worse? . 



THIS MONTH'S FAVES 

The games that have helped us make it through this 
issue with our sanity intact are, in no particular 
order, Sensible Soccer VI. 1, Mo Second Prize, 
Sensible Soccer V1.1 f the game they call 'Caffeine' 
taking and, of course, not forgetting Sensible 
Soccer V1.1, / 
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I don't care what you say, As 
good as games like Eye of the 
Beholder and Dungeon Master 
were, you never truly felt like 
you were really down there in 
the depths, fighting hideous mon- 
sters face-to-face. All that jerking 
backward* and forwards and those 
disorientating 90 turns - it felt more 
like you were on some bizarre Ghost 
Train ride instead of exploring a per- 
ilous underground labyrinth. 

But that's all set to change with 
Legends of Valour. Using a revolu- 
tionary new first-person 3D tech- 
nique, it allows you to wander 
around the game world with total 
freedom, just as if you were actual- 
ly walking around it yourself, And 
the good news is that Legends of 
Valour isn't just a pretty face - 



David Upchurch considers his game-reviewing skills to 
be the stuff of legend, so who better to test US Cold's 
ground-breaking fantasy RPG? 



there's a good solid RPG behind the 
surface gloss. 

The game's all set in the city of 
Miiteldorf, a trading post on the 
island of Wolfbrood, The player 
starts off as a wide-eyed young 
adventurer (or adventuress - there's 
no sexism here) who's just wan- 
dered into town in search of excite- 
ment. And there's plenty to be had 
* the city is full to overflowing with 
strange characters and gruesome 
monsters. If you've got a bit of a 




© 



One of the first things the wise player will do is join a Guild. Guilds are the 
source of power - by impressing the Guild masters with your deeds you can 
be promoted through its ranks and thus increase your social standing, 
allowing you access to areas of town forbidden to mere plebs, There are 
several Guilds around town and the one to join depends on whether the 
player fancies being a warrior, a wizard, a cleric or a thief. Having paid an 
entry fee and performed a simple initiation quest the player can try to 
complete more difficult guests to earn browny points with the Guild boss- 
es. The nature of the quests varies depending on the Guild - a warriors' 
Guild will challenge the player with action-based quests while a magi- 
cians' Guild will pose more intellectual problems. 



weak heart then I'd advise you to 
steer well clear of Mitteldorf ! 

At first the player starts off with 
a bare handful of Gold Pieces to his 
name, but by enlisting into one of 
the many Guilds and embarking on 
a few quests fame and fortune can 
be soon be earned. And, if the play- 
er works hard, they may even 
encounter a giant fire-breathing 
dragon or end up summoning a 
demon from Held Who said town 
life was dull? 




The Trolls live in tribes in one of the 
dungeons below the city. Although 
formidable foes, they have one very 
vulnerable weak point. (Hone-too- 
subtle hint: Big wobbly bellies.) 



COMPLICATED? NAAAH! 

Although at first glance Legends of Valour's con- 
trol and status panel looks a bit complicated, it's 
actually very easy and intuitive to use. Everything 
is controlled by the mouse and it's amazing what 
you can do with a simple couple of mouse clicks 
these days! 



There are three major magical items to find during the game, each 
of which has a beneficial effect on the character's performance. As 
they're collected they appear in these box**. 



Shows afiy items which are lying near the player's fa*t. They can 
then be picked up with a simple mouse click, 



Accesses the save/load menu, 
and things like sound on/off, etc. 






Status panel showing the player's general health, hungriness, 
thirst iness, injury level And SO forth. 



Moves the player's character around the gameworld, 




{Left} Fights can be started in a 
number of ways - by getting 
caught pickpocketing, by insulting 
somebody or most simply by pok- 
ing your sword In someone's face, 
Three icons control the action; one 
slashes, one jabs and other delivers 
a crushing blow. The nice thing is 
that as you fight you can actually 
see your weapon in action on- 
screen (or your fists if you're not 
holding a weapon). Different crea- 
tures have their own specific weak 
points, which you can exploit by 
using the right type of attack. If 
you're not the violent type you can 
let the computer hack away for 
you, but it won't pick out the 
opponent's weaknesses as well as 
you might. 



(Right) During play a schematic of 
Mirtledorf can be called up at any 
time, which shows a bare-bones 
map of town with the player's 
position indicated by a tiny flash- 
ing pixel- Provided with the 
game's packaging is a large 
poster-sized version of the map, 
the idea being that as the player 
explores and learns where the 
landmarks are he can note them 
down on the map, Handy, eh? And 
if you want to find such sights as 
this trading ship, which is hidden 
deep inside the Dwarf Ghetto, its 
use is absolutely essential. 





There are a variety of ways that the 
player can guide his character 
around, It's quickest to use the 
mouse - click with the right mouse 
button and the pointer disappears; 
the player's character can now be 
rotated by moving the mouse and 
made to walk forward by holding 
down the left mouse button. 




indicates hovw many Gold 
pieces and valuable trading 
commodities the player is 
carrying. 



Indicates the six items the 
player is carrying?- Items can 
be swapped between the 
player's hand and this inven- 
tory with a mouse click. 



Throws whatever is in the 
player's hand. 






Displays the item currently 
in the player's hand. 



Call* up the 
character status 
screen. 



Drops whatever is in the 
player's hand. 



Th* top row of icons accesses ail the combat moves- The left icon on the second 
row brings up a map of town, while the other two control spelts. The bottom 
row icons allow the player to sleep, to use an object and to talk to someone. 
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The player can adjust the physical size of the graphic win- 
dow to increase the speed and smoothness of the image 
update. This can he very useful if you want to get across 
town quickly and actually know where you're going. 
Novices, however, would be advised to stick to the large 
window size until they've got their bearings. If a fight or 
a conversation starts, the window immediately expands to 
full size to show off the character and monster animations 
at their best. 







In the casino and most of the inns you <an try your hand at a bit of 
gambling, if you're feeling lucky. There are several games to choose 
from but the most popular by far is Roach Racing. Just click on a roach 
to place a bet, set the game in motion and sit back and cheer your 
insect on. Although it offers a bit of light relief from the pressures of 

life in the city, gambling's no alternative to hard work if you want 

to make some serious money. 







(Right) You can have a chat to the 
people you meet by hailing them 
down with a friendly "Hey!'. Over 
they'll pop and the noble art of 
conversation tan commence in 
earnest By clicking 0" icons the 
player can choose to ask one of 
two types of question, either 'What 
to...?' or 'Where is..?'. A list of 
names and topics to choose from 
then pops up- This list grows dur- 
ing the game as the player explores 
and find out about new characters, 
locations and items. If you're feel- 
ing a bit feisty you can insult the 
person you're talking to or even try 
to pick their pockets, although you 
should be prepared for possible 
violent repercussions... 
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When you first enter Mittelc'orf the first thing you should 
do is seek out an inn and rent room and board for the 
night. Not only is sleeping in the street cold and uncom- 
fortable, it's also illegal and you'll probably get mugged 
or worse - they're nice people, the Mitteldorfians, Your 
room also provides a safe place for you to store all your 
valuables - the chances of a thief breaking into your room 
are minimal, whereas the dangers on the streets are huge. 
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(Left) If the player becomes initiated 
info either a magic user's or cleric's 
Guild then they'll be presented with 
their very own spell book. The book 
can be called up at any time during 
the game and a spell ca it simply by 
clicking on its icon. At first the book 
contains just two very basic spells 
but as the player progresses 
through the r^nki of the Guild more 
spells are added up to a maximum 
of eight. The spell effects allow the 
caster to do anything from passing 
■magically through a locked door to 
casting lethal fireballs. Although the 
spells available are all fundamental- 
ly the same irrespective of the Guild 
joined, their potency and effective- 
ness can vary wildly. 






While at the inn it's a wise move to stock up an plenty of 
health-restoring food and ale. Each of the inns has its own 
specialities and some cook them better than others, with a 
consequently better effect on your vigour. Also, don't for- 
get to check out the local noticeboard, which is where 
you'll be able to pick up some interesting information and 
learn of possible errands that need running (for a cash 
reward, of course). 
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Thank God! At last an RPC that real- 
ly does offer something new and 
exciting instead of the usual check- 
list of X locations. V non-player 
characters and Z magic spells 
(yawn!). Visually Legends is nothing 
short of breathtaking - the player 
has total freedom to go where ever 
he or she pleases- Until you've seen 
the 3D in action it's hard for words 
to explain just how exhili rating the 
experience can be. Even with the 3D 
graphic window at maximum size 
the game is still surprisingly fast and! 
smooth, although there is a slightly 
annoying 'rippling' effect as the 
screen updates. However, this Is a 
small price to pay for all the other 
benefits of the system, and it's 
something that you don't even 
notice after playing for a while. The 
excellent use of 3D extends to the 
combat as well - at last you can 
actually see your sword blade or axe 
head hitting home, and the 
animation on the enemies Is superb. 
But good graphics don't make a 
good game, so it's good to report 
that Legends is a cracking RPC to 
boot, It was a wise move to have the 
player control a single character as 
opposed to a party - It makes it a lot 
easier to become immersed in the 
game. Legends Is more action- orien- 
tated than the likes of Beholder, 
although there are plenty of puzzles 
and conundrums to keep the more cerebral players happy. 
As a game Legends is beautifully structured, so that as the 
player grows in experience and power new tasks and dif- 
ferent areas of the gameworld are slowly revealed, ensur- 
ing that the player Is constantly being presented with fresh 
challenges and surprises. It's all a little bewildering at first 
(but then which RPG isn't?), but there are plenty of heavy 
hints provided by the people you meet as to what you 
should do and where you should go next so you never feel 
that lost. Legends Is nothing short of a revolution in com- 
puter role -playing, and has become the standard by which 
future additions to the RPC genre will be judged. 
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Meet any mon*t*r j and your* given the option 
either fight Or flee, Choose to fight, Arid a tactical 
grid appears to the right of the main graphics 
window. The player and computer then take it in 
turns to control the party and the monsters 
respectively- During each turn the player can 
make a party member either attack, defend, move 
or, if the character's in real trouble, flee. 



Thalion's new RPG has taken Germany by 
storm, but will ft repeat that success over 
here? David Upchurch finds out. 



One day, you kncnw, some- 
body will be brave enough 
to write a fantasy RPG star- 
ring characters with nice normal 
(and easily pronounceable) names 
like Ron or Frank or Nigel. However, 
until that time arrives, we'll have to 
put up with games like Amberstar, 
where names such as Mylneh, 
Marakahn and Thomahuun are 
quite happily banded about, They 
may sound mysterious and exotic, 
but you try saying them after a few 
pints of pop. 

Amberstar's plot is far too convo- 
luted (and too full of those long, 
funny-sounding names) to detail 
fully here, However, suffice to say 
that there's a mad wizard at large 
and the only thing that can possibly 



destroy him is the magical Amber- 
star. However, long ago the Amber- 
star was shattered into thirteen 
fragments, all of which are now lost 
or in the possession of some fiend, 
so what's needed is for some plucky 
young lad (or laddess} to take up 
the gauntlet and go on a quest to 
collect and recombine them all. 
Now I don't mean to be funny, but 
I think they're talking about you. 
In play, Amberstar comes across 
as a hybrid of Ultima VI and Eye of 
the Beholder, mixing the depth, 
character interaction and size of the 
former with the first-person 3D 
immediacy of the latter. A recipe for 
disaster? Let's find out, shall we? 
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Towns are very handy, not only as a 
source of gossip and adventure but 
also as a place to pick up extra 
adventurers for your party. In addi- 
tion, there are various warrior/macji- 
ci an, 1 thief Guilds to join, and 
membership of one or more of them 
if essential if you're to make any 
real progress in the game. 

Talk to a lesser individual and a sim- 
ple text box will pop up in which 
they'll say whatever they want to 
say. However, talk to major charac- 
ters and you can have a proper chat 
by selecting 'key words' from a list 
of topics. As you talk, more key 
words are picked out of the char- 
acters speech and added to the 
list, so that these subjects can, 
in turn, can be asked about. 



A large part of the game tak?s place 
from this perspective. As your party, 
represented by a little man, explores 
the gameworld the screen scrolls to 
follow his progress. Anyone who's 

played Ultima VI or similar RPGs will 
know the style. There are some nice 
touches - you can only see things in 
your line of sight, for example. 




THE VERDICT 

Trying to create a full- blown RPG 
with the instant appeal of 
something like Eye of the Beholder 
is a nice idea but it doesn't quite 
work, sadly. The main problem is 
that the 3D bits are by-and-large 
redundant - the graphics are 
unattractive, direct interaction with 
the 3D environment is minimal and 
if you meet anything to fight it's all 
sorted out on a tactical map, so why 
bother? Personally I'd rather have 
stuck with the top-down view used 
In the rest of the game all the way 
through. My other main grumble lies 
with the ocassionally unfriendly 
player interface. It's slightly over- 
complicated and not particularly ele- 
gant, and it takes a good few hours 

before you get used to its 

quirks and peculiarities. 

However, these criticisms 

aside, there's lots to enjoy 

in Ambers tar. Although a 

huge game, there are few 

dull patches where there '* 

nothing much going on. No 

matter what your predica- 
ment, there's always something new 
to see or do. It's perhaps a bit too 
easy to get hilled when you start 
off, but once you've got sortie sem- 
blance of a party together and 
joined a Guild or two things really 
pick up. Amberstar's not going to 
appeal to everybody - although with 
a little more design forethought it 
might well have done - but ardent RPG fans should easily 
get their money's worth out of it. 
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"It's Medi-EVIL!.. 

Combining the best of 

strategy puzzle games with 

dynamic action in a 

medieval battleground, 

Rampart allows multiplayer 

competition in a race against 

the clock. So fortify your 

castles, place your cannons 

and prepare for all 

out battle! 
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REVIEW 



in the two-player game, each player selects a 'home cas- 
tle' from those available. The computer then builds a 
simple perimeter wall around it and e*eh player plonks 
a handful of cannons in the castle grounds. It is only 
after these preliminaries have been taken care of that 
battle can commence. 



RAMPART 

Cross Tetris with Operation Wolf and what do you get? 
The latest in Domark's ewer-expanding line of Tengen 
coin-op conversions, that's what. Gary VUhitta girds his 
loins for battle 
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Having never seen Rampart in the 
arcades, I can't make comparisons 
between the original machine and 
this conversion - but I can say that it 
rates as one Of the strangest games 
I've seen. You'd never expect its two 
main gameplay elements - simple 
cursor-based Masting and Tetrls-style 
block-slotting - to go hand-in-hand, 
but to some extent it actually seems 
to work. That said, the one -player 
game is a washout - it's just far too 
hard and the degree of accuracy 
required to hit the enemy ships is 
simply too much to expect from a 
mere mortal. However, it's in the 
dual -player head -to-head mode that 
the game works best, but even then 
it suffers from annoying flaws, I've 
no quibble with the cannon-firing 
battle rounds; they're frantic and 
fun. It's the wall-rebuilding phase 
that causes so much Irritation, The 
basic problem is that the time limit Is 
SO short that most of the 
time it's simply too diffi- 
cult to rebuild the 
walls around your F 
own castle, let ■£ 

alone worry about 
expanding. The 
finnicky control sys 
tern, which has a bad 
habit of dropping pieces 
where you don't want them, doesn't 
help either. Its a shame - if the exe- 
cution had been just a little better, this might have been a 
real winner. Players may get some mileage out of the more 
forgiving two-player game but those planning on playing It 
solo should, quite simply, find something better to do. 



M r\ amparts' Sounds a hit rude, doesn't it? Well, actually no because 
KJ the ramparts we're talking about here are those that make up 
\\ the walls of ye olde medieval-style castles Converted from the 
popular Atari coin-op. the basic idea of the game has you and a pal, as war- 
ring land barons, blasting away at each other's castles with mighty can- 
nons while expanding your own domain so as to muscle out the Opposi- 
tion. It might sound like Populous or sortie other such 'God' sim, but it's 
not - what you have here is a simple cursor-controlled arcade blaster with 
the strategy provided by the need to repair the castle and expand your ter- 
ritory between battles. 

In the one player game there's more of a progressive element, as the 
player attempts to fight off a computer-controlled invasion force {sailing 
in on boats and dropping off land troops) over a series of coastal battle- 
fields Let the battle commence! 
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With castle waits set up and defences organised, it"* time to knock seven 
bells out of each other Each player has a crosshair used to aim the castle 
cannon; - simply aim and fire, but remember that each cannon can only 
have one hall in the air at a time. Castle wall* are th* main target since the 
castle itself can't toe damaged, but the cannons are also worth a shot at - 
knocking one out force* the Opposition to replace it if he's to have equiva- 
lent firepower in the next round. 
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„ % ' (Above) In the one-player 

jf£ W game the player fights a 
fleet of enemy battleship! 
fast approaching the coast. 
There's the usual exchange of fir* a* 
castles and ships blast away, with 
the player progressing if all ships 
are destroyed before they reach the 
coast. If any do. however, they drop 
off land fortes which won't hesitate 
to take your castle if you don't 
rebuild those walls in time 

(Inset above leftl The penalty for 
failure is death - by guillotine! 



Once battle ha 5 ceased the castle- 
rebuilding phase begins, Each play- 
er must fill the gaps in their 
scattered walls by slotting in wall 
sections of varying shapes a la 
Tetris. In the short time given, the 
wall around the castle must be com- 
pletely sealed, no matter how odd it 
looks, else the castle is taken and 
the game ends. BUT - and here's the 
clever bit - quick-working players 
can branch out and build new wall* 
around the neighbouring castles 
in their territory, thus expand- 
ing their empire. 
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"Hey Dave, it's a new 
movie tie-in from Ocean!" 
"Yeah, let's just wait until 
the professionals arrive." 
"What say we take a look 
at it ourselves?" 
"Whitta, you crazy 
■nutria!" 
"Come on Dave, loosen 

up!" 

"I'm too old for this sh... 

(etc, etc}" 

The Lethal Weapon licence is one of the longest- 
awaited in computer game history, having first 
been touted after the original film's appearance 
way back in 1987, and reputedly signed up by almost 
every software under the sun since then. But it took this 
year's release of the third movie in the series, and its 
subsequent slaughtering of box office records, for those 
mismatched LA cops Riggs and Murtaughto be finally 
deemed lucrative enough characters for Amiga adap- 
tation. The perpetrators? Who else but good old Ocean, 




WEAPO 



purveyors of finest-quality film tie-ins since 1B89 tor 
something) - 

Having flirted briefly with alternative approaches to 
film conversion (RoboCop 3 being the most notable 
example). Ocean has reverted to type for Lethal 
Weapon, translating storylines from each of the three 
films into platform-based escapades based around the 
two main characters Well, if it can work for The Ad dams 
Family, RoboCop 2 and Hudson Hawk, it can't fail to 
work here... can it? 
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Lethal Weapon begins here, in the police station, 
from where the player can da all manner of tap 
things- Unfortunately you're not allowed to draw 
your gun or interact with any of the leggy lovelies 
on display, so that's some potential fun out of the 
window straight away r but newer mind - let's see 
what you CAN do... 



Lethal Weapon in fact boasts 
five missions, but you can only 
access the first three at the start 
Of the game, The other two are 
classified and lie beyond this 
locked door.,. 
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The Computer 
Room allow* the 
player to enter an 
access code, so you 
can carry on a mis- 
sion from the level 
you last reached, 




Riggs and 
Murtaughs comic 
sidekick Leo Ci«tz 
has been kidnapped by the bad- 
dies and is being held hostage in 
an old Abandoned factory in 
Mission 3. As he's the best snitch 
the department has, it's up to you 
to go and get him back- 
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In Mission 1 a bunch of drug- 
dealing do-feadders are trying to 
smuggle their ill-gotten gains 
out of the city at the local docks. 
It's up to you to go down by the 
riverside and take out Mr Dig. 
Once you've read the briefing, 
you can decide whether or 
not to accept the job, 
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Walk into the Locker 
Room to switch char- 
acters ham Higgs to 
Murtaugh or vice 
versa. It's purely a 
cosmetic change, as 
both characters are 
identical gamep lay- 
wise. It's just a ques- 
tion of who you like 
best - Mel or Danny. 
While Riggs looks 
good in his demin 
jacket and jeans, 
Murtaugh looks like 
he's just been 
dragged out of bed in 
his scruffy tracksuit. 
shouldn't he be wear- 
ing a shirt and tie? 
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Mission 1, and this time a fanati- 
cal terrorist group is threatening 
to blow up Los Angeles with a 
giant bomb that they've 
managed to hide in the city's 
sewers, Stick a clothes peg on 
your nose and get underground 
to capture the madmen and 
defuse the device. 
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Although Lethal Weapon 
isn't quite a$ platform- 
based as, say, The 
Addams Family, there are 
plenty of Mario-psque 
elements- In the dockyard 
on Mission 1, for exam- 
ple, the player must 
negotiate this very 
improbable set-up of 
moving girders and 
swinging chains in order 
to make progress. Many 
of the jumps haw* to be 
pixel-perfect, and with 
long falls supping energy 
there's little margin 
for error. 



Entering doors takes you into new areas - and 

introduces you to new dangers, Take the** 1 fellers, who lob sticks of highly 
explosive dynamite at you - very nasty. For some strange reason, the many 
nondescript barrels in the game explode as well, but only when slrot or 
punched. The explosions harm you, but not the bad guys, Weird, 




Biggs and Murtaugh each have a pis- 
tol that takes six bullets in a maga- 
zine. It may not seem like much, but 
fortunately you've got loads of mag- 
azines in reserve and there are plen- 
ty more to be found lying about the 
levels. Also, keep an eye out for 
magnifying glasses that award a 
points' bonus and hearts that top up 
your energy. 



Down in the sewers 
on Mission Two, and 
things are starting 
to get a lot tougher. 
Now the baddies are 
kitted out with 
some real hardware, 
including rocket 
launchers and flame 
throwers! There are 
no extra weapons 
available, so you'll 
just have to make 
the best of it 
against increasingly- 
difficult odds. 



If you run out of ammo or on vnomy 
gets too close, the pistol is discarded 
in favour of MeL'Oanny's martial arts 
skills, with karate kicks and punches 
replacing the more satisfying 
bullot'i. Apart from kung-fu fighting, 

the player's athletic abilities include 
ducking to avoid bullets, climbing 
ladders and ropes and, of course, 
jumping from platform to platform. 
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Publisher: Play Byte 
Developer: In -house 



£25.99 Out Now 
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I THE VERDICT I 

Lethal Weapon is a game that I both 
like and dislike. On the one hand it's 
a competent platform-based arcade 
actioner. On the other it's a shock- 
ing waste of some potentially explo- 
sive licensed subject matter. Strong 
on comic-book characterisation and 
big explosions, the Lethal Weapon 
movies have always been perfect for 

action-game interpretation. A 
police storyline with two very dif- 
ferent main characters - there's 
oodles of potential there. 

Unfortunately, Ocean's game 
TV makes little use of the wealth 

of available material, taking 
the two leads and giving 
them irrelevant and uninspired 
platform landscapes to run around 
n - in game pi ay terms, Lethal 
Weapon is hardly any different 
from Hudson Hawk, Navy Seals 
and a handful of other by-the-book 
film conversions. That sard, it IS a 
playable-enough game in its own 
right, if a little too tricky in places, 
and it would have been nice to have 
more control over the main charac- 
ter. Graphically everything is fine, 
and the music is typically impressive 
(although not a single bar from the 
film score has been used, which is a 
shame) but you can't help but feel 
that so much more could have been 
done. Basically. Lethal Weapon is a 
game that suffers from a lack of 
imagination, and sadly another pro- 
duction-line offering like this won't do Ocean's reputation 

y favours, especially 
n they were just start- 
to put out some decent 
games again. This may 
nd harsh, but bear in 
that, if you forget 
t the tie-in, Lethal 
Weapon is a good action 
game offering plenty of 
tertainment for platform 
As a film adaptation. 



f E K JL L £ 



wasted opportunity. 
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REVIEW 




At per usual with Psygnoii*. the 
ICtm is set by a flashy ray- 
traced 3D animation, showing 
aircraft scrambling from their 

hangars and taking off. All very 

impressive, but rather short - 

what you've come to expect, 
basically, 




A simulation of a simulation, eh? Well, Gary 
Whitta will try anything once... 

You kids don't know you're born, All these rounded beiier-curved, 
Gouraud shaded filled polygons prancing about the place. I don't 
know, when I was a lad we bad to make our own entertainments Our 
polygons were never filled. Mo, you could see right through them, like they 
were made from bits of toathanger, 'Wireframe' they were called, and they 
were a right old mess, let me tell you. None of this 'filled- in' luxury you kids 
get these days. And the local bobbies weren't afraid to give you a good clip 
round the ear. And as for this new-fangled 'instant' gravy... 

If you're a bit of an old fogey like some of us on The One, you'll remem- 
ber the days of wireframe 3D. Starglider, Elite, Star Wars.., Ah, they were 
great days. Of course time moves on - although not, apparently, so far as 
Psygnosis are concerned. The company's latest, Air Support, features pre- 
cisely the same ropey old wireframe polygons that we all grew up on. Of 
course, they newer did my grandad any harm, and if they're good enough 
for him, they're good enough for me. Or are they? 

Technicalities aside. Air Support is sort of a 3D/strategy/flight sim thing, 
set in the far future where real war has been abolished and all disputes are 
settled on computer-simulated battlefields. The player, having just been 
accepted into the academy which trains the simulation operators, is taken 
through a series of training scenarios, then out into the 'real' world to fly 
actual missions using a variety of air- and land-based craft Although mis- 
sion objectives vary, most of the action centres around defending your own 
command centre while laying siege to the enemy's. 
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? Did we just go back in ti 
i the late Eighties and nobody 
me? Or is it just that the 3D 'graph- 
lei' in this game are hopelessly out- 
dated and completely inadequa 
by today's standards? Somethin 
tells me it's the latter. Of coursi 
graphics maketh not the game, but 
It would have been nice to have 
had SOME instead of the pathe 
and Jerky dots and lines that m 
up the combat landscape here, 
been a while since I saw a game 
that looks so bad it positively pi 
you off playing it, but Air Supp 
is one such game, The primitive 
is enhanced still further by the 
hopeless CLI Amiga-speech acci 
panying the front-end menu 
screens. Of course, all of this might 
have been forgivable had] the game 
itself been a strong one. 
Unfortunately it never really comes 
off either as a strategy game or a 
combat simulator, in both cases 
essentially because things are p 
sented so poorly. Information is 

1 mud died and con' 
ing, and it takes a 
ce of effort on 
t of the player 
ure out what 
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If it's a more action-packed experience you're after, 
you can take direct control of any of your vehicles and 
do battle with the coloured climbing frame* (sorry, I 
mean enemy battle craft) personally. Depending qn the 
type of craft under your control, there's a wealth of 
weaponry and options at your command, with 
spaghetti like menus and HUD displays jumping about 
like there's no tomorrow. Ooh, and don't target the 
'real' 3D mode (complete with cardhaard coloured 
glasses) which unfortunately doesn't work at all. We 
tried turning the lights off, squinting, the lot, and 
all we got was sore eyes. 



Much of the game 

is played on this 
static map screen, 
which displays all 
structures and vehi- 
cles of strategic 

interest, It's from 
here that way- 
points and instruc- 
tions are doled out 
to your ships. In 
theory it's passible 
to run an entire 
campaign without 
ever looking at the 
3D and leaving the 
ships to follow your 
orders on autopilot. 
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exactly is going o 

any given time. T 

— = i =' fair to the game, 

there's a lot more to it than can be 
explored in any depth in the space 
allowed here, but none of it is-really th 
there's lots of stuff to do, but everything is so slow and 
unappealing that there's little incentive to try any of it. Air 
Support suffers because the game is unsure about what it's 
trying to do. Is it a strategy game? Is it a 3D combat game? 
It simply can't decide so it tries to do everything at once 
and, as a result, ends up doing nothing particularly well. 
For deja vu fanatics only. 
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With the Amiga still without a REALLY decent motor- 
bike racer to call its own, can Thalion's much-vaunted 
effort fit the bill? Gary Whitta gets his motor running, 
or something 

Funny, isn't it, that while the Amiga has car- 
based driving games coming out of its beige 
plastic ears, it's a bit short of the two 
wheeled variety? Just what is the problem 
with bike sims that the only really memo 
rable example on the Amiga is the excel- 
lent Super Hang-Qn (now nearly four 
years old}? Admittedly things have 
picked up a bit of late with Psygno- 
sis" Red Zone and EA's Road Rash 
but if truth be told neither ace 
anything to write home about- 
The really funny thing is that, 
if anything, bikes are even more 
adrenalin-pumping than cars, 
It's one thing to be safe inside 
a steel box, quite another to 
have nothing between you and 
the road but some flimsy 
leathers and elbow pacts- You 
cant beat taking a corner at full 
speed and leaning RIGHT over SO 
you almost kneecap yourself on 
the tarmac, So why don't we have 
more bike games, then? 

Don't ask me, ask Thalion, who've 
actually done something about this sorry 
state of affairs. Mo Second Prize, a bike 
racer that sits in that a I ways -difficult midway 
point between arcade game and simulation, is a 
serious attempt to prove that just because you've got 
only half the number of wheels, it doesn't mean you can't 
have twice as much fun with them.. 




No Second Prii*'* Storyline - for what it'i 
worth - tells of a rip-roaring custom- 
made motorcycle that's been left to 
you to ride in a unique racing season 
with five other flambouyant riders. 
Before racing, th* player chooses 
from one of the six characters on 
show - two gals and four tellers, 
each with their own personal history 
and racing characteristics. These 
people are not professionals, but 
rich playboy types with nothing bet- 
ter to do than risk their lives at 
300 mph on the Grand Prix circuits of 
the world, The silly sods, 
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Having select- 
ed a rider, 
you can 
choose to 
practice on 

any of the 
game's 20 
tracks from 
around the 
world |all 
modelled on 
their real-life 
counterparts, of course}, or take on the epic 26-race sea- 
son .igainst the other playboy speed freaks. Click on any 

track to read a short piece about its layout and features, then hit 

CHOOSE to go straight down to the starting line. Simple as that, 






R-R-R-REPLAY! 



Four replay modes are available at any time during the race, so 
riders can review mistakes or watch any memorable moments 
again. Each mode is based on a different camera position. The 
standard replay shows the usual first-person view from the bike 
(A), a second mode gives a tracking shot from directly behind your 
bike (B), while a third shows the same angles, but from further 
behind for a wider shot (C> The fourth and final view (Dl, from a 
camera mounted behind a 'chase' helicopter that always follows 
the race leader, is the least useful but the most impressive. Video- 
style controls allow the player to pause, rewind and fast-forward 
through any segment of the action. It's useful enough, but likely 
to be viewed most for its impressive camera angles and graphical 
effects. Shame you can't control the bike from these exterior 
views, really- 
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Wd Second Prize is entirely mouse-controlled. There's no joystick option, 
because the bike is steered using an analogue method - the more you move 
the mouse left or right, the further over the bike leans, so you can either 
take earners gently or scream round hairpins with you* head almost scrap- 
ing the concrete. Gears can be either automatic or manual, and if the con- 
trol feels too slippery or sluggish you un always adjust it to suit your taste 
with five sensitivity settings. One word of advice, though - get a decent 
mouse mat. 



Of the other racers on the track, the 

black'grey Ones are just amateur 

drones put there to get in your way 

■ it's the five coloured bikes you 

have to beat if you're to win any 

kudos. Passing them is simple 

enough but at high-speed it's easy 

to ram into the back of other bikes 
by accident, causing damage to both 
bike and rider - exactly how much 
you can take before having to retire 
depends on the stats gf your charac- 
ter, Points are awarded depending 
on your finishing position, with 
three points for a win, two for sec> 
ond and so on. Whatever you do, 
don't come last {i.e. sixth) ■ doing so 
earns you a minus point. 





The relative lack of roadside obstacles in No Second 
Prize makes it difficult to have any REALLY bad crashes, 
but the speed and responsiveness of the control means 
it's all too easy to go careening off the track and get 
bogged down in the sluggish grass. Getting back on 
track can be tricky, so there's a thoughtful keypress that 
repositions you on the centre of the track automatically 
- albeit in first gear and at a standstill. 



After each race, the whole thing is replayed in acceler- 
ated time on the circuit map (also displayed during the 
race), with coloured dots indicating the progress of 
each of the six competitors. Lap and track records can 
be saved to disk and reviewed at leisure. 



You know you're in for something 

special when the intro sequence 

fires up - the camera pans across a 

mist-shrouded race track at dawn 

as the music builds, then blasts into 

a top guitar solo as the bikes 

scream past, it's very impressive 

stuff and, for a change, the actual 

game lives up to the promises that 

the intro makes. No Second Prize 

is, without a doubt, THE fastest, 

smoothest and most playable first- 
person perspective race game I 

have played. Considering the 

amount of 3D detail 
the game has to deal 
with at times it belts 
along at an incredi- 
ble pace, and - most 
importantly - the 
mouse-based control 
is Incredibly respon- 
sive and feels just 
right. Combine the 
two and what you've 

got Is a game that comes closer to 

simulating the sensation of high- 
speed racing than any other game I 

can think of; many times I found 

myself subconsciously leaning over 

in my seat as I sped round a tricky 

hairpin turn. The other riders 

behave intelligently and actually 

look quite good, considering 

they're made from just a few poly- 
gons, and the engine sounds as you 

roar past them are superb. With 

twenty tracks, six individual riders and more options than 

you can shake a stick at, No Second Prize isn't the sort of 

game to lose its appeal after just a few laps - this is one 

you'll be getting out again and 
again. The more I play it, the 
more difficult it is for me to 
find any real faults with No 
Second Prize - it is, quite sim- 
ply, a brilliant racing game, 
and one which can holds its 
head up high alongside classics 
like Lotus, Formula One Grand 
Prix and Indianapolis 500. 
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MORE THAN JUST A F 




AV-8B Harrier Assault 
heralds the arrival 
of a new breed of 
flight and military 
simulations. 

A multi-role strategic tactical and operational scenario gives 
the player maximum control of the military 
campaign whilst allowing the option of 
Gong Ho' dogf ighting in one of the 
world's most exciting and versatile 
fighter aircraft 




Proa™™™** "¥ am *» il,d ' Graph le*Th»K«iTrtlri. Sound Martin Wb! her 
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Published by Doiravk Software Ltd. 

Ferry Houm 51-57 Lacy Roed, Putrwy. London SW1S 1PR 
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initially Tiny Skweeks looks at if ifs 
going to blow the so-called socks 
off all previous puzzlers with Its cin- 
ematic opening (a real rarity In puz- 
zle games), wealth of options, 
groovy music and easy-to-use con- 
trol system (a vast improvement 
over the traditional to-lng and fro- 
Ing method used in The Power, 
Atom Ik and similar slldey-puzzley 
games). Trouble is, it seems as if the 
programmers spent so much time 
making the game look and sound 
great that they neglected the most 
important aspect of all - the punles 
themselves. The first ten levels are a 
joke with each screen requiring only 
a few simple movements to place 
the Skweeks on their Sleepers, I'm 
all for an introductory phase where 
you can get to grips with the control 
system and general mechanics of 
the game before any real challenge 
is introduced but these screens are 
of no use to anyone. Things don't 
really get much harder either and I 
managed to reach Level 28 (out of 
101) on my first go. Even when 
Level 50 has been and gone some 
screens can still be completed on 
the first go. If that Isn't enough then 
the stupid ways In 
which you can get 
the Skweeks per- 
manently stuck 
between arrowed 
squares, surprise 
bones and the like, leaving no other 
alternative but to press the abort key, 
will certainly test your patience. I really don't feel good 
moaning on about this game as it Is easy to see that with 
just a tad more effort (and puzzles) It could have been 
excellent. As It stands, though. It will take the average 
game splay er only three days to complete It and that, in my 
book, is nowhere near good enough. 
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Is the newie from 
those wacky French 
funsters across La 
AAanche at Loriciel 
just a rehash of old 
arcade puzzler ideas 
or a revolution in 
brainstorming 
concepts? You may 
well ask, as did 
Simon Byron 




As you can see, 'the early levels are 
completely devoid of challenge and 
will surely present no problems 
whatsoever to even the most talent- 
less gamer in the Universe. Whilst 
you ponder over the puule the cute 
Skweeks tap on the screen, tomtt- 
huH: and generally fidget until they 
are moved to Another position. 





Sometimes, if you're bang out of ideas for these opening paragraphs, 
the game manual provides- an invaluable source of information. Not 
so with Tiny Skweeks - this rather flimsy stapled togeth 
er photocopied sheets that Loriciel call the 
'Manuel' (sic) is so badly translated that after 
reading it you are left far more confused 
than you would have been had 
you just 'jumped straight in J . 
It contains helpful guides to 

the general gameplay and ~^*T^C ^■P^^tas! 

background scenario such as: 
"You meet him whilst attending 
an intergalactic seminar on the 
newest technics on a planetary scale" 
(?) and "My children, the TINY 
SKWEEKS. have taken in hostage with a 
water phaser, the driver of their spacebus 
while he was driving them out to holiday 
camp on the moon," £rrrr... yes. 

If you translate the blurb into layman's terms you gather that these Tiny 
Skweek creatures have escaped from their normal habitat and ire now 
causing all sorts of havoc across the globe. The only way that the little 
Skweeky things can be stopped is by guiding them, via a rather conve- 
nient Tiny Skweek Controler (sic - again), to various coloured Sleepers' . 
Once successfully positioned on these receptacles the Skweeks fall into a 
deep slumber and, if all the Skweeks are laid to rest within the time limit, 
then the level is completed and the next reached. 

This may sound rather easy-pea sy but once the Skweeks are set in motion 
they will continue walking in a straight line until they hit either a wall, 
another Skweek or are affected by one of the various Objects that litter the 
play area's floor. They say simple ideas often yield the best games, but is 
this true here? Vou know where to look... 




On certain I 
Switches must be 
thrown by to acti 
vate the Sleepers. To 
make matters worse. 
Surprise Boxes (dike 
that grey box with a 
boxing glove coming 
out of it) knock back 

any 5k week who 
approaches them. 




Every ten levels or so a new style of background 
graphics is introduced. Here in the garden some of 
the Skweeks have already been sent to sleep laaah!) 
whilst the others are going to have to make use of 
the coloured transporters which send project 
appropriately coloured Skweeks through space 
and time (?) to the matching transporter 

elsewhere on the level. 
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THE PERFECT ALL IN PACKAGE FOR YOUR HOME OR BUSINESS 




• A professional WORDPROCESSOR with powerful graphics 
capabilities and a 50,000 wgrd spell checker. Ideal for a wide 
variety of correspondence and official documents. 



A flexible SPREADSHEET with more than 50 functions, 
simplifying the most complex domestic monthly budgets or 
commercial cash flow forecasts. 



A versatile DATABASE which is simple to use and powerful 
enough to deal with anything from bask address book 
functions to club membership lists and business records. 

• Incredible GRAPHICS with more than 18 types of graphs 
and charts available to brighter up your presentations or make 
your month by month financial situation as easy to appreciate 
as possible, You can even make use of eye-catching 3D effects! 



A supremely friendly DISC MANAGER to make using your 
Amiga as painless a task as possible. 



In '■■■.. !■ 
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Wordprwwwr Compos* ' 
letter, check your spelling 
wilh the 50,000 w<srd 
dictionary, mallmenje detail:, 
from a datable Fi It, add 
graphic!, wrap text around 
it, load ASCII text, MgrtllgN 
wiih bold, italic and 
underline. , anrl murr! 





Graphics: Enter data dirrt.1t)' 
or load From the >preadsheet 
or database; produce pit 
charts with exploded 
Segments; display bil charts 
side by side or stacked; 
overlay your graph! on an 
imported IFF picture; add a 
10 view: add te*t or lines,... 



atabasi; Build up a 
fr.jh* card inde*. 
icorporate up to SO lields 
(idh 70 characters each, use 
farch and replace 10 modify 
ma, do puwerful multi-field 
ortirwj, perform ariihmetlc 
jn< buns... and more! 
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Disc Utilities: Avoid the 
confusion ol Workbench, 
create bootable lilei, iormat 
disc?, < npy files, from disc to 
disc; make directories; delete 
and rename liles, make 
muiUple copies of your discs... 
and more! 
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Spreadsheet: Preparr 
budgets or tables,, alter 
column widths, insert or 
delete columns, cut and 
paste data, lock blocks, 
■choose from ovtr SD 
lun-Dnni... and morel 
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'J Europa House, Adlington Park, Macclesfield, Cheshire 5K10 4NP, Tel: 0625 859333 

Mini Ollite worts, cm all Amigai with 1 megabyte RAM, can read Amiga IFF 'lies and For US users, Mly supports the OTSC standard. 
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Did you know that if you mix a Big 
Mac with a hint of Mario and add a 
few neat touches to taste, you end 
up with up with a platform-based 
romp which is really rather good? No r 
neither did Simon Byron... 



Now here's a thing. McDonalds 
Land was originally developed 
in consultation with Frank 
Manis, a psychologist no less, so 
playing this must surely count as 
therapy or something. Originally a 
Nintendo game (what isn't these 
days? Oh yes, all the really good 
games} Arc Developments have, it 
says here, brought the visuals into 
line with 16- bit expectations - what- 
ever they may be. Armed with that 
newly-discovered pot of knowledge 
let's take a look at what the game's 
about. 

Mick and Mac, twg street-wise, 
wise-cracking, word- hyphenating 
teenagers, have been asked to help 
none other than Ronald McDonald 
[that rosey-faced clown who started 
McD's with only a mouldy loaf of 
Sun blest and a few golden arches) 
who's had his 'Magic Bag' pinched 
by the evil and cleverly- named Ham- 



burglar. The two lads must negoti- 
ate a series of, erm, 'plumber in over- 
alls'-inspired platformy levels in a 
quest to find a number of passes 
which Ron needs for some reason or 
other. 

Once these items have been 
found, Mr McDonald gives the two 
little boys a tip off as to the location 
of a certain Birdie who, in turn, 
requires a number of passes (of the 
cardboard kind, not sad one liners 
like "How about a quick snog?") 
before he'll supply any more infor- 
mation as to Ham burglar's possible 
whereabouts. 

And SO it goes on until the nasty 
meat thief is finally dealt with. With 
thirty-four levels, eight bonus levels, 
a complete bonus game etc, etc, etc, 
cart McDonalds Land knock off who- 
ever's currently at the top of the 
platform ing tower? 
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There are many ways 

to travel through the 

land that is 

McDonald». Ihese 

' bones in the latter 

levels provide handy 

itups, to progress 

ere# higrfer, 

Unfortunately the y- 
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As well .ii running and 
jumping, Mick and Mac can 
occasionally take a trip in 
these bucket-type thing*. 
Whilst floating and bobbing 
our friends are safe from 
the jaws of that piranha but 
should they jump out at the 
wrong moment they can be 
sure that the violent fish 
will be nibbling through 
their flesh before you can 
say 'Jaws'. 



Blacks can be used for 
many things. Oh yes, 
they're flipping excellent 
for chucking at the oh-so- 
cute (but very deadly) bad 
guy and wodertully mar- 
velous for creatine] float- 
ing platforms out of. They 
often hide springs as well 
sq it is worth taking time 
Dut to discover if every 
block contains a bonus (or 
something). 
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REVIEW 



WORLD ONE 




The springs can be used to bounce ever 

higher during many of the levels in 

McDonaldsland. It's a good job that 

they're hear otherwise our little 

McDonalds promoter might not be able 

to collect all those lovely Colder Arches 
And obtain squilliorv5 of bonus point*. 





The Frozen Caverns present some of the 
trickiest platforming negotiation seen 
for ■ long, long time. Take here, for 
instance. Due to the extra inertia of the 
characters whilst on ice, the chances of 
falling are vastly increased- 



(Below) The Icy 

M.ire il a funny 

and tough old 
level with the 
characters 
slipping and slid- 
ing all over the 
show, the red 
square with the 
'M' on it is one of 
the ever elusive 
passes that need 
to be collected. 
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The invisible 
squares the 
drift from 
tide to side on 
various levels 
can be 'filled' 
by the special 
gem blocks 
and can then 
be clambered 




The first world is the easiest of the lot and should 
present the average gamesplayer with no problems 
at all. As they say size isn't important we'll forgive 
the programmers for making these early levels fair- 
ly compact but they serve as an excellent introduc- 
tion to the game and the only problem you'll have 
in this world is these cogs which flip you upside 
down when you cross over them. 




The arrowed black squares here 

should be avoided if at all pos 

■>ible as, if touched, they will 

tend the playing character right 

back to the start of the level. 

When you arrive on the 
Stratosphere you'll notice that 
not all the clouds are station- 
ary. Many of them move about 
on a fixed track which can be 
extremely advantageous to Our 

two friends. 
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WORLD TWO 

The second world takes you onto the Birdie's Treehouse 
and a different set of sky-high levels. Whilst in the 
clouds Mick or Mac occasionally disappear behind the 
suspended water-droplets (that's what clouds are, you 
know) and you can only see the whites of their eyes. 



WORLD THRE 




There's quite alot of H20 splashing about on world 3 and although the 
characters can survive in the water the piranhas make Swimming * haz- 
ardous hobby. There's some extremely cute baddies in this world {like 
the lovely little ehicfcy-wicky) which make the task of destroying them 
all the more heart wrenching. 



Duh , I sau Hanburglar 

Sunning through h«re, 
ut I don't krtou wh*n 
* wnt . 



REVIEW 






Platforms, platforms, platforms! That's all 
we're getting these days but - hey! - who 
cares when they're as good as this? It's 
definitely not one of your new breed of 
platform games, that's for sure. There's 
no violent spinning,, shooting or mass 
enemy destruction - it's more passive 
than all that - and the majority of the 
game is spent moving blocks around and 
leaping from platform to platform in an 
effort to find the lost items (although - 
hooray) - the blocks can also be used to 
knock the enemies off the screen), ft 
plays like a dream most of the time, 
although the Inertia of the two characters 
is, on occasions, a little heavy and negoti- 
ating some of the latter worlds is made 
slightly harder because of this. The visual 
variation between the various worlds 
adds to the game's appeal and whilst 
these sin worlds (not forgetting, of 
course, the one bonus world) will not tax 
most players to the limit, there's plenty 
of extra things to do and see so even 
when the game has been completed 
there's still enough stuff in here to war- 
rant playing it again, It's far less 
'cluttered' than recent platform releases 
with a no-frills approach to the backdrops 
but it works extremely well and makes 
the game seem clean, fresh, smooth and 
overall very Gillette Contoury. I don't 
really agree with the cleverly 'Indiscrete' 
product placement throughout the game 
but McDonalds Land Is none-the-less a 
flame-grilled double burger with cheese 
of a game which should more than satisfy 
most Mario-hungry Amiga owners for the 
time being. 

WORLD SIX 
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We're nearly there! The 
perils that lay beyond 
cannot be described by 
words alone so we 
think you should finish 
reading the rest of the 
mag and nip and pur- 
chase a copy for your- 
selves. Don't forget to 
close the door on the 
way out. 
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Ci ck and Mack 
rave the scaru 
volcano in their 
effort* to find 
the Bag of Magic. 
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REVIEW 



AIGN 




Empire's new 
" strategy * 



(Left and far 
left) Campaign 
hat a whole dish 
devoted to an 
impressive ani- 
mation. Sad Ik. 
however, it's n*t 
avai table- on 
51 SK machine*. 



You'd never get me in a tank, you know. All that dirt and grease every- 
where, the beat and the smoke making it almost impossible to breath 
and - worst of all - the rank, sweat-soaked bodies of your buddies 
ponging out the place. Yeuch! Forget the horror of war, what about the 
horror of four blokes in a confined space without a decent can of deodor- 
ant between them? 

Campaign is the latest action/strategy from Empire and - as the above 
bit of preamble may have already warned you - it's all based around the 
famous (and not-so-famous) tank battles in World War 2, It's intended to 
be one of those 'strategy for the masses' affair?, so rather than the player 
being presented with a clunky keyboard interface, 'functional graphics and 
endless tables of data and combat statistics, everything in Campaign is 
mouse-controlled and battles take place an a sexy polygon-generated bat' 
tlefield. 

Sounds great in theory, doesn't it? But theory newer did nothing for 
nobody (except Einstein), it's what happens in practice that counts.:. 



PubHfhvr: Empire 

Developer? Jonathan 

Griffiths 



£34.99 Out Now 
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This screen is where the heavy-duty 
thinking comes into play. Using the 
icon-based control panel the player 

OH set wayepiflt* tor his various 

tank platoons, call in air and 
artillery strikes {these are all 
controlled by the computer), set up 
supply convoys and basically play 
the general. Enemy platoons remain 
invisible until they come within a 

certain range of the pi dyer's troopt, 
whereupon they appear on the mdp. 
Get too close, however, and there'll 
be trouble... 




PIHI1ILITY 




Battles can either be played instant- 
ly by comparing the apposing 
forces' statistics pr interact iuely, 
With the player getting to personally 
direct the tank 'teams' around the 
battlefield. Left alone, the computer 
will Intelligently control each tank, 
but if the player wishes he can 'hop' 
into a tank and control it himself, 

There are over two dozen battle 
campaigns already prepared by the 
game's designers for the player to 
tackle, ranging from simple (five- 
minute one-on-one affairs) to com- 
plex (two-weeks-no-sleep 
headache- inducers}. In addition 
there's a comprehensive campaign 
designer included In the package, so 
that the player can create his own 
battle scenarios. 
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THE VERDICT 

Strategy games normally have a vari- 
ety of effects on me, none of them 
good, ranging from deep coma-like 
sleep to frenzied hair-tugging frus- 
tration. It is, then, a tribute to 
Campaign's designer that while play- 
ing l never once found my eyes 
drooping or neck veins swelling. This 
is due. without doubt, to the superb 
combat sections; trundling around, 
picking off the enemy, is great fun. 
The 3D is a little dubious in places, 
though - get too close to an enemy 
tank and it's impossible to shoot 
them, even though your gun barrel 
might be pointing straight down 
theirs. Also, irrespective of whether 
you're in a desert or on a mountain- 
side, combat always occurs on a flat 
plain. But these are minor 
problems, AAy more serious 
concerns regard the strate- 
gic side of the game. 
Although the mouse- 
control system is fine most 
of the time, it struggles 
when it comes to the com- 
plex campaigns, like the 
simulation of D-Day, as 
there's just too much to control and 
the display gets cluttered and 
confusing. That said, it's unlikely 
that most gamers would manage, let 
alone want, to get to that stage of 
difficulty until after many months of 
play, so it's not that much of a prob- 
lem. At the end of the day Campaign 

deserves praise simply for getting the tricky action/ strategy 
recipe just right, with neither side suffering at the expense 
of the other. For that reason alone. Campaign should be 
part of your software collection, 
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Party on with your regular copy of 
the most excellent football weekly 
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CAN YOU AFFORD 
TO MISS IT! 



There comes a time in a man's life when he 
sits back, takes stock and thinks, "I could 
really do with an updated, slightly wonky 
version of Arkanoid." Simon Byron was 
doing just that when along bounced... 

BUNNY 



BRlrKS 




Mm blame Binstane, you know. In 
the days before thi\ so-tailed tech- 
nical revolution, fa mi lies would sit 
huddled around their orange-coloured 
TV entertainment system and select one 
of four black and white games which 
were roughly based around the 'bash 
blocks away' game sensation entitled 
Breakout. 
Software developers soon saw that the nation's game- 
players could be gripped by the relaxing sensation of 
knocking a ball about and a wealth of super-Breakout 
clones appeared on the software scene. Of these, 
Arkanoid was the most successful with its still simplistic 
gamepMy enhanced by randomly introduced power-upi. 
Since then there have been a few similar games around, 
most of them Public Domain. That is, until now... 

Bunny Bricks comes from the strategy specialists Sil- 
marils and places you in control of a baseball- bat-bran- 
dishing rabbit who must clear each screen of 'tiles' using 
only his Stick and a ball. Power-up s descend from the 
bricks which, when collected, offer such delights as a 
super-whack' or a machine gun which 
can be used to shoot the tiles. Once a 
screen is cleared, it's, onto the next 
with tougher layouts and harder tiles 
requiring more hits to 



The early levels 
are fairly 
straightforward 
with hardly any 
obstacles or 
indestructible 
blocks to over- 
come. A top tip 
for progressing 
in Bunny Bricks Is 
to use the Strike 

to send the ball 

vertically up, You 
can then remain 
underneath it, 
performing the 
same move, and 

wipe out whole 

columns at a 
stroke. 



In Paradise the levels become slightly harder with a 
load of these silver tiles which, no matter haw hard 
you hit them, just won't budge. Bunny has just picked 
up a gloue power-up and it collecting the ball now. 
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I THE VERDICT 

Let's take a look a what a success- 
ful Breakout clone needs to make it 
half-decent? You need a smooth 
control method - ideally the mouse 
- which should always remain con- 
sistent and enable quick move- 
ment. The method here is terrible. 
If you shift the joystick slightly the 
bunny edges sideways, but if you 
hold the 'stick in that direction the 
wabbit jerks across the screen. 
Without smooth control the whole 
concept of Breakout is totally lost 
and you're left with a game which 
loses its payability immediately. 
You can move quickly from side to 
side by performing a type of 'dive' 
thing but this is so hard to pull off 
it's impossible to do accurately. By 
introducing three different 'hits' 
the designers have again over-com- 
plicated something which needn't 
be. Remember the saying "if it's 
not broken, don't fix it?" Well, 
would somebody ring up the chaps 
at Si Im arils and tell them? Onto the 
next point - namely the play area 
itself. The original was uncluttered 
and clean whilst Bunny Bricks is 
unnecessarily complicated with 
walls which jut out Into 
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the play field, 
restricting 
the ball 
movement 
"1*BL and generally 
just getting in 

the way. And talking of the ball movi 
ment (which we were) this too just isn't 
smooth enough and the varying speeds it can move 
at completely invalidate any form of game tactics, 
The final point is that Breakout and Arkanoid were 
kind of relaxing to play. BB feels so forced and 
manic that it becomes a chore to play. A game that 
you have to force yourself to continue with is a 
game not worth buying. So don't. 



The game contains five groups of fix levels (that's thirty in total 
fqr the mathematically inept). If the ball enters the dom* of the 
-flying saucer in the middle of this screen, it is randomly dumped 
out of one of th« portholes. Spoch appears occasionally from 
time to time at tha side of the screen, no doubt thinking 
"Why anybody would play this game is illogical. Captain." 
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From the team that brought you Dynablasters comes 

.C. Kid, a caveman cutesy with some big surprises up 
his animal-skin sleeves. David Upchurch grabs Nis club 
and gives it a go... 





KID 



C. Kid is yet another game that tontirt- 
. ues to perpetuate the myth that the cave- 
men existed at the same time as the 
dinosaurs. Listen - and I'm not going to tell 
you again - they didn't! Several million years 
of evolution took place between the 
dinosaurs popping their clogs and our 
hairy ancestors appearing on the scene, 
'm sorry to get all riled but this sort of 
thing really gets my goat. It must be 
my rigorous scientific training. 

Fortunately for my 
blood pressure, having got all 
steamed up by B.C. Kid's, premise 
I was soon cooled down again by the 
surprising excellence of the game itself. 
There's no real need to explain IC Kid's plot in-depth 
(which revolves around the Kid J s quest to save his dinosaur 
chums from the clutches of an evil something-or-other) but suffice it 
to nay that the game's a platform affair (yes, another pne) r with B.C. having to 
run along a number of scrolly levels, bashing nasties, leaping over lava pits, defeat- 
ing end-of-level baddies and so on, 

Sounds pretty typical, yeah? Nothing to get excited about right? Well, that's what I thought... 
until I got deeper into the game. True, the early levels are bog-standard stuff (although still 
with some interesting features) but it's later on that things start to get really weird. What am 
I or> about? Read on to find out.,. 



B-C Kid's adventures take him 
deep underground and into One of 
the hardest levels of them all. The 
main problem here is those little 
green blobs which wander around 
the edges of the platforms, making 
•very leap a leap fraught with dan- 
ger. However, there are bonus 
hearts (which increase the player's 
energy back to full) lying around, 
the trick is finding a Safe way to 
get to them... 




Each level is split into four or five stages, and once you 
reach the end there's the standard big boss monster 
defeat. These, cs it turns out, are old Saurian mates of 
yours who've been brainwashed into nastiness and, 
once defeated, they'll thank you for saving them and 
offer you hints as to any special dangers or features you 
should look out for on the next level- Nice of them, isn't 
It? 






Keep an eye out tor any 

likely-looking doorways 

or fake walls that may 

conceal secret rooms. 

Inside you may find a 

chamber full of extra 

lives, energy replenishes 

or power- upS, or a bonus mini -game where you can try 

and earn some extra points. In the sub-game shown 

here, the idea is to try and headbutt all the flaming lava 

rocks blown out of that volcano - hardly the cure for a 

migraine! 

Some of the prehistoric flora can be 
used to help B.C. Kid in his guest. 
Yellow plants act as springboards, 
propelling the Kid high into the 
stratosphere, while these orange 
plants reveal a number of bonuses 
when jumped upon. It's not always 

that straightforward, though, ai 

some of the orange plants contain 
an evil black spirit which, if 
disturbed, will give chase to our 
apple-cheeked hero. 



The Kid's adventures in the 
Highlands start here.,, and he's 
already in trouble! 
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REVIEW 







THE THREE FACES 
OF B.C. KID 
B.C. Kid starts his 
adventure as a 
sweet-faced lit- 
tle cutey. But. if 
he's lucky 
enough to find 
what looks like a 
kebab in one of 
the orange plants he 
gets magically 
transformed into 
a brown- skinned 
monkey 
creature- 

P : Although the 
improvements 
are not immediate- 
ly obvious, if the Kid 
performs a diving 
slamhutt and hits 
the ground, the 
earth-shattering 
collision stuns 
any baddies on 
screen. I* the Kid 
then finds another 
kebab-thing he 
undergoes anoth- 
er change into a 
green-glowing 
monster! The 
Kid can now run 
around the 
screen, bashing 
the nasties out of 
way, as he's invincible.., 
a while, anyway. 
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The Kid* simplest hut weakest 
attack is the headbutt. Far better is 
the diving slambutt, where the Kid 
leaps into the air and dives back 
down headfirst, which has a devas- 
tating effect On anything in it* path. 
The only downside D"f this attack is 
that if the Kid misses his target and 
hit* the floor, he get* stunned for a 
few highly-vulnerable moments. 





THE VERDICT 



It's not all walking, you know, as B.C. 
Kid's travels often take him under- 
water. In the case shown here, the 
Kid's actually inside the belly of a 
huge dinosaur! Obviously the Kid 
can't employ his diving slambutt (it's 
not designed for sub -a qua US*), and 
so has to rely on hi* normal headbut- 
ting powers to S«e him right. 





This desert plain is a right pain, because if the Kid stand* on it too long he 
gets sucked under the surface. Which is why the palm tree* are so 
convenient. If the Kid headbutts the trunk they leap out of the ground and 
start wandering around on their roots, looking for a safer place to settle 
down. If the Kid's quick he can leap up onto the palm's fronds and use the 
tree a* a free taxi ride to the end of the stage. 



More Eggosaurs - pay special 
attention to the green ones, as 
they often carry power-ups! 




It's rather appropriate that B.C. Kid 
Is set in prehistoric times as the 
game itself looks like it came out 
of the Ark, It's got a dated '8-bit' 
look, which is no doubt due in part 
to the fact that the game was origi- 
nally written for the aging PC 
Engine console, However, this Is 
not necessarily a bad thing as at 
least the sprites have a clear, well- 
defined look, and they're not with- 
out a certain degree of charm 
either - B.C. Kid's various 
expressions are very amusing. The 
8-bit feel is further enhanced by 
the player's control over the Kid - 

It may be because I've become 
jaded by fifty frames per second 

scrollers like Zool and Assassins, 

but B.C. Kid seems sluggish and 

slow to respond to the player's joy- 
stick movements, it's not so bad 

that it ruins the game but you can't 

help feeling that a slightly faster 

lick of speed wouldn't have gone 

amiss. So what makes B.C. Kid so 

special that its worth a whopping 

great 83%, then? Well, it's simply 

the variety of the game that makes 

it such a winner. It seems as if 

every stage of every level has a 

new challenge to face, or a secret 

bonus room to find, or a bizarre 

new foe to fight. This constant 

stream of surprises does wonders 

for the game's addictiveness - you 

want to keep playing just to see 

what happens next, it's tough In places (frustrating! y so, 

times) but something keeps bringing you back. B.C. Kid's 

not going to woo the type of gamer who buys games sim- 
ply to 
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Things are really starting to 
hot up net* - these volcanoes 
erupt out of the -ground an4| 
spew lava chunks eju 




Impress his 
mates, but 
for aficiona- 
dos of good 
old- 
fashioned 
play ability 
it's a must. 
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BILL'S TOMAT 

GAME 



Everybody knew that it was only a matter of time 
before Psygnosis turned its attention from glitzy 
shoot-'em-ups to a game based around a pulpy red 
fruit. Simon Byron tastes the soup... 



Terry had always dreamt of a quiet life You know, nice little tomato 
plantation away from the city, room for the kids to run about being 
able to put you feet up on a Saturday afternoon and watch the big 
match on Sky, having feet in the first place, etc, etc. It was only when he 
was cooped up with his sexy girlie (or tamatoey), Tracy, in a van full of fel- 
low tomatoes on their way to the thoroughly evil Greengrocer's that he 
decided it was time to act, 

The two love-tomatoes leapt from the back of the speeding van and 
scarpered off to a land of endless reproduction (which, in Tomatoland is 
actually a lovely and beautiful thing). Everything was going swimmingly 
until Mr Huge Squirrel spied the eloping couple and decided that he was 
a tomato short of a salad. Without warning he leapt from the heavens 
and kidnapped Tracy, retreating with her to the top of a very tall tree... 

This is where you come in. 
Assuming control of Terry, you 
must guide the fearless tomato to 
the very summit of this huge ever- 
green and rescue Bill's true love 
from the clutches of the horrible 
bushy-tailed fiend. Actually 'assum- 
ing control of Terry' is a bit of a lie. 
What you really have to do is place 
objects - fans, trampolines, jack-in- 
the boxes and solid blocks - on- 
screen so as to form a safe route to 
the conveyor belt exit. When all 
items are in place, Terry can be sent 
on his way with a quick click on the 
J Go' icon and If he reaches the exit 
in one smooth movement without 
touching any of the meanie? or 
falling too far then a password is 
revealed and the level is complete, 
Check out the captions and I'll see 
you at the Verdict. 
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These early levels are a complete 
doddle! All you need to do ii 
deposit a few well placed fans to 
the left of Terry and watch him go. 
The fans wilt blow him from left to 
right, he'll bounce on the large rub- 
ber inflatable and end up safely on 
the exit. All the items are in limited 
supply and each level has the mini- 
mum amount of them to enable 

completion- 
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This level only requires fans and trampolines to cpmplete but it's where you 
place them that counts. Yau need to judge the flight-path of Terry exactly 
SO that he leaps safely from platform to platform without problem. 
On top of all this, the timing has to be right 
because the conveyor is periodically 
engulfed in flames. 

The Buddha guards the exit on this level 
but If Tarry bounces off the circular 
switch then the God begins to travel to 
the left. What's called for here is some 
crafty platform placing and exquisite tim- 
ing so that our tamatoey friend just 
squeezes through the gap between the 
Buddha and the conveyor belt and 
safely leaves the screen. If you ponder 
on a screen for too long Terry will 
begin to yawn out of boredom, 




't expecting much from Bill's 
Tomato Game so it 1$ with some sur- 
prise and a great deal of pleasure I 
can report that, although it doesn't 
rank as one of the best puzzle 
games ever, It still is a fine, line 
game. It's bound to be compared to 
Lemmings but the 
two are fairly differ- 
ent as there Isn't a 
great deal of 
pressure on the play- 
er here like there 
was in the DMA clas- 
sic. This is partly due 
to the fact that the 
player ultimately has control over 
the exact timing required to send 
Terry flying off on his prepared 
route and much of the puzzle-solv- 
ing element is basically a series of 
trial and error positioning of the 
various objects allocated on each 
level. The generous time limits and 
lack of lives (as such) make it easy 
to try all different combinations of 
objects and the player hardly ever 
feels rushed at all. In fact, solving 
each level is fairly relaxing In a 
funny sort of way - It would be just 
the job for stressed -out office exec- 
utives to unwind with at the end of 
the day. The downside of the 

puzzles in BTG is that once 

a level Is completed tlie 

sofution will be the same 

the next time, something 

which will, perhaps, slightly reduce the game's 

Instability. But while you're working your way 

through the 100 levels you'll not find a puzzle 

game at the moment which is more enjoyable 

than this. 
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The 
Campaign Concept 

Includes:- 

Carnpaign Gaming 
System Software 

Map Editor Software 

Extensive User Guide 

and Gameplay Manual 

Incorporating Historical 

lackground, Vehicle 

Factfinder and 

Campaign Maps 

2 World War II 
Propaganda Posters 

2 World War II 
Propaganda Postcards 

D-Day Landings 
Battleplan Map 

Authentic Wartime 
Newspaper Reprjut 
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jMbrrOrlfi War 

Take full command <>f up to ■ Owr 150 vehicle types, each one 

3000 i , ■/] i l tcs w over 20 historically displayed in Super Fast 3 -D; Russian, 

accurate predefined maps ranging in A merican, Germ an &Br iti$hj£nks r 

size from 625 to 10 million square artillery support vehicle*, aircraft 

kilometres- 1- ocuiions nm&cjium ifi t ■ and sh ips . ( i:mpaign gives vou fu !i 

Sahara and Russian Stcfiprv io lite control ovei all aspects oj . nrnbut 

Battle of the- Bulge in the Ardennei including airstrips and sea battles. 

and the 1>-Pay landings, p Your playing area covers uptoa 

■ The amazing Map-Editor allows staggering 10 million square kilo- 

. you to modify the existing maps and metres of detailed terrain featuring 

creW new ones of your own. fhis option is available at any time (owns, villages, rivers and woodland, 

allowing you to pause and enter the editor to modify the forces. You can | Breath -taking graphics (hat are 

even swap sides ' accurate in every detail, give a unique 

■ Control either Allied or Axis forces frem the level of Held Marshal atmosphere of realism. 

right down to tank driver. ■ CJver 100 Kilobytes of 3-D shape 

* As Field Marshal coordinate strategy for all groups of tanks, ^ a{a usg ^ t(f create tne vehicles. 

convoys, aifi&uft, ships and production centres. g Sound Blaster, AdLib & Roland 

< A s Genera I. control the fighting of an in dh idual battle with as many sam ^ cart { compatible, 

as 16 active tanks plus artillery and air support. g Available on IBM PC & Amiga 
'Asa Tank Driver/Gunner experience the battle in stunning 3D. 

The most sophisticated computer wargaminu system ever 

DEVISED FORTH* HOME COMPUTER, USING ACCURA J E BACKGROUND 
INFORMATION FROM WW2 CAMPAIGNS AND INDIVIDUAL BATTLES, 

Experience the sheer pressure and anxiety of planning the 
world's most famous battles. 
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Empire Software, 4^5 The Stannetts, Laindon North 
Basildon, Essex. SS15 6DJ Telephone: Q26B 



Trade Centre, 
541212 



Programmed by Jonathan Griffiths 
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REVIEW 




Nigel Mansell's 
championship season cor 
si sts of sixteen tracks. 
Each one is from the real 
Grand Prix season, and 
each one is modelled on 

th« genuine article. In the 
full championship modi, 
each track is raced in 
sequence, although any 
circuit can he selected ana 
tried out in practice mode 



mm mm 's 

WORLD 

CHAMPIONSHIP 




Having finally been crowned as the best man in the world at driving around in fast cars, 
Nigel Manse 1 1 is a long overdue sporting hero for us Brits. But can the official game do 
justice to the great man's feats of speed and endurance? And, more importantly, can 
Gary Whitta take the strain? 
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e may be the most boring 
sportsman in the world, but 
stick him behind the wheel of 
a Formula One motor and there's no- 
one to touch Our Nige. Ob no. He can 
belt round that tarmac like nobody's 
business - the question is, can the 
game do the same? 

Well r certainly the pedigree is top- 
notch, coming from the same peo- 
ple that brought us the Lotus trilogy 
and Team Suzuki. Mmm, fancy. But 
whereas the Lotus games were pure 
arcade action, and Team Suzuki a 
serious racing simulation. Nigel 
Mansell's World Championship (a 
catchy title if ever we've heard one) 
is stuck somewhere between the two 
styles. It aims to mix simulation -style 
depth and authenticity with game- 
play that's far more immediate than, 
say r MicroPros?': Formula One Grand 
Prix. 

Man sell is based around the gru- 
elling Grand Prix season, with con- 
testants aiming to become World 
Champ and do all that bit with the 
wreath dnd champagne by travelling 
around the globe throughout the 
year and accumulating points on the 
various circuits. In between races you 
can tune your car for optimum per- 
formance, while Nigel himself is 
on hand to offer expert guid- 
ance. The rest is up to you... 



Drivers who want any serious 
chance of winning should 
always give their car a good 
loo king-over before taking to 
the starting grid. Tyres, aero 
foils (that's spoilers to the 
uninitiated) and gear systems 
can all be adjusted to taste, 
with tnree variations on each. 
Aerofoil and gear configura- 
tion is down to the individual 
driver, but tyres should be 
selected with the length of 
the race and weather condi- 
tions in mind. 





(Below) Before the main race, you can 
choose to take part in a qualifying 
round - a couple of lap* around the 
track against minimal computer oppo- 
sition, with the fastest of your two 
lap times determining your position 
on the starting grid for the race prop- 
er. It's not a formality, and you can 
skip this qualifying stage and go 
straight to the race if you wish, but 
you'll be placed at a back of the grid 
as a penalty for not bothering. 



Pulling into the pit lane allows you to change into a fresh set of tyres. 
You can also select the type of tyre you want fitted, to best deal with 
the variable weather. Once the order is given, the pit crew operates 
automatically, but how quickly they can get you back on the road ii a 

random factor, so pitting is always a risk. 
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So, With alt the preliminaries taken care of. it's time to do some proper rac- 
ing (at last)- The number of laps depends on the difficulty level you've 
selected (there ar« three) and the individual track - generally speaking, the 
shorter the circuit, the more laps you do. You always race against eleven 

other cars, whose positions are plotted at all times on a handy map at th* 
top of the screen, Other Vital information displayed here are lap times and 
records., revs and tyre Status. Because of the official licence-ness of the 
game, the car itself never gets damage but each of the four tyres is suscep- 
titale to wear and tear. If one is looking particularly dodgy it's wise to visit 
the pits. - if a tyre blows, you must retire from the race, 



Details on any given track 
are displayed prior to rac- 
ing and should be heeded 
before going on to tune 
your car. The general 
bumf on the track isn't 
vital but the weather 
report is - the conditions 
will be either wet or dry, 
and it it's dry, a percent- 
age figure tells you the 
chance of rain during the 
race. 
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If it's a more arcade-y experience you r re after, the floating data panel at the 
top of the screen can be removed, leaving you with nothing but the MPH 
counter, it makes for a slighter smoother screen update, but without the 
track map, tyre status and Other instruments, you're essentially driving in 
the dark. It's all a matter of personal taste, of course 

The 'Improve with 
Mansell' instructional sec- 
tion is a nice touch, where 

Mige himself drives 

around a track of your 

choice whiie his 

disembodied head gives 

out text- message tips on 

how best to approach 

each particular corner and 

straight - what line to 

take, when to change 

down a gear, etc, Watch 

the line the Car takes from 

a camera mounted just 

behind and try to emulate 

it as closely as possible to 

shave seconds off your lap 

times. It can be helpful, 

but ultimately there's no 

substitute for practice. 



Pubttiher. Gremlin 
Sevvivptr: In- ho use 



£25.99 Out Now 
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THE VERDICT 

le of things 

straight. Although the screenshots make 

Nigel Mansell's World Championship look 

like an arcade game, it's not. And though 

the review makes it sound like a simula- 
tion, it's not that either. So what is it 

then? Well, it's a half-and-half mixture of 

the two, and while it's never easy for a 

game to sit comfortably between two 

stools, Man sell manages It surprisingly 

well. The tendency Is often to veer in 

favour of either the arcade or simulation 

side, hut MM provides a good mix where 

both dextral and mental considerations 

are equally important. Friendliness Is 

really the keyword here, with more con- 
trol options than most other racing 

games put together, and a refreshingly 

straightforward approach to complex sec- 
tions like car customisation. So often the 

player's tendency is to skip over fiddling 

with aerofoils and all that guff because 

it's boring and go straight down to the 

grid. But because Manse 1 1 presents every- 
thing in a simple, common sense way 

without actually diluting the importance 

of the changes you make, there's a lot 

more incentive to get involved and play 

the game properly to its full potential. As 

for the actual racing... it's good, but not 

brilliant. It's not as good as, say. No 

Second Prize or Vroom, but it's fast 

enough to keep me happy. Some of the 

tracks seemed a bit harsh, and when 

things get very busy there can be some 

annoying jerkiness. Turning off the dash- 
board display produces a much more 

pleasing sensation of speed, but then it's 

impossible to take things seriously 

use you can't access any of the vital road information you 
need. Little touches like Improve with 
Manse 1 1 are thoughtful and original, but 
don't actually add that much to the game 
as a whole. At the end of the day what we 
have here is a very well designed and 
thought-out racing game that would have 
been so much better if only it'd had a 
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slightly smoother 3D engine. Nevertheless, 
I'd recommend It to anyone who fancies a 
quick bit of Formula One fun, but found 
Microprose's game too demanding. You'll 
get plenty of short-term thriils here, but 
don't expect to he playing it for months. 
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REVIEW 




Coktel Vision didn't 
exactly set the 
adventuring world 
on fire with its 
dodgy attempt at a 
sexy adventure, Fas 
cination. Can they 
make amends with 
the less sensual but 
more mysterious 
Ween? Simon Byron 
tells all... 




pvbtisfnr; Cocfcte! 
Vision 



Moit of the adventure is based 
around one. two or three interlock- 
ing rooms in which there are a num- 
ber of puzzles to solve. Only when 

the^e have beef) solved can the 
player move onwards. Although this 
may avoid the 'getting quit* far in 
the adventure, then realising you 
don't have the right objects to con- 
tinue' syndrome, the end result is 
the game just feels claustrophobic. 
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A brig time ago in a game far, far away, Ohkram the good Sorcerer 
had a bit of a scrap with Kraal, who was also a Sorcerer but evil 
and greedy with it. Luckily for all concerned, Ohkram well and truly 
kicked Kraal's butt, ensuring a safe period of time for the Kingdom of the 
Blue Rocks. 

Many years later «i huge and terrible storm enveloped the Kingdom, 
unleashing all the badness in the land, By now Ohkram, who was getting 
on a bit, had exhausted all his magical powers and Kraal, having got wind 
of the old man's weakness, returned to the kingdom for a revenge fight 
with his old enemy. Ween, another chappy with a stupid name, was cho- 
sen to rid the land of the nasty warlock and save the Kingdom from the 
ensuing doom. 

His quest (which, coincidental I y, happens to be yours as well so I hope 
you've been paying attention) involves obtaining three grains of sand which 
on, the day of the Great Eclipse, must be placed in the Hourglass of Power 
(c rilled the Revuss) to fulfil the prophecy of the title. Whilst it may have 
been easier all round just to pop down to the seven miles of golden beach- 
es in Bournemouth for these grains, Ween must instead solve three sets of 
puzzles which, in turn, will each reveal a grain of sand. If you' re really clever 
you may be able to work out that when you've completed these three 
quests, you'll have enough sand to place in the Hour Glass and finally defeat 
Kraal. Let's see how it's done... 
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THE VERDICT 

Oh dear (I know that's not a partic- 
ularly good way to start a Verdict 

but - and here's a secret - Ween's 

not a particularly good game at all). 

The adventure mostly consists of 
adequately drawn static 
screens, each of which 
contain a few obscure 
articles or people and 
some REALLY stupid puz- 
zles which must be 
solved before the adven- 
ture will allow you to carry on. A 

typical example can be found early 

on. You're in a room containing 

several different objects, one of 

which is a skull. You're told that 

something Is rattling inside the 

skull but there's no obvious way to 

remove sard article. What better to 

remove this object than a rather 

large key which can be found on 

the table nearby? Logical, eh? The 

cumbersome player interface is 

almost an adventure In itself and, 

when you compare this game to 

something like Kyrandia or Monkey 

2, It's hard to see why anybody 

would prefer to play this. In those 

games you actually felt as though 

you were making progress due to 

genuine skill and not just clicking 

all over the screen, using every 

object on each other to see what 

obscure result can be obtained. 

Whilst you're clicking over the 

screen, sarcastic messages appear 

like "Unlucky" or "It's not working" (which are plain 

annoying}, although 
there is a relevant one 
that says "Another 
waste of time - 1 can 
feel I'm going to get 
annoyed" which, funni- 
ly enough, is exactly 
what I was thinking. 
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You're not alone in the Kingdom of the- Blue Rocks; there's a number of peo- 
ple who will Suggest clues at certain stages. The mast helpful of these char- 
acters is UVrttj a fruit-eating vampire bat- You can summon him up at any 
time ( using your flute, if you've worked out how to obtain it) but he 
Will only da you favours if you can reward him with some food. 



Vou'd think that getting over that large crevasse would be a doddle, what 
with the handy planks lying around, but you'd be wrong. You first need to 
find * sacred skull, open a secret door, grease and pull a rusty lever and 
bind the planks together to form a makeshift bridge. On top of this you 
need to wade through the player interface ■ perhaps the hardest part of all! 
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Fed up with 

standing on the cold, 

wet terraces, Simon Byron 

has decided to take action. 

Move over Gerry Francis as Simon rises to 

the very pinnacle of football - manager of 

Q.RR. 



Right from their origins in the days of the ZX&1 , football management 
games have never really been super-sexy like their arcade counter- 
parts, most being simply content to present all trie numbers and data 
in functional, boring tables. It's funny how popular this type of game is, 
having risen from the ancient Addictive game, imaginatively entitled - get 
this - 'Football Manager', to the incarnations we see today. The manage- 
ment game has certainly moved with the times and software houses are 
constantly thinking of new and original ways to relay the facts to the 
sophisticated players of the nineties. 

Just what it is that attracts players to sit for hours on end, minds focused 
on the ultimate 'goal', is hard to define- Avoiding bankruptcy whilst for- 
ever improving the team, or perhaps securing a major sponsorship deal 
with a multi-national company can sometimes produce feelings of emo- 
tion which rival defeating a huge end-of-level guardian any day. The sat- 
isfaction of seeing your team climb a couple of places in the Rubbish 
League can be so great that gamers have been known to explode in front 
of their monitors, provoking legislation that requires all management 
games to carry a health warning. If your team wins a major tournament 
then the likelihood is you'll be performing cartwheels and various other 
gymnastic movements all around your room, How many other games can 
you name that produce that sort of effect? 

And so we arrive at Premier Manager, the latest addition to the genre. 
Can Gremlin inject fresh life into the old-dog? Let's take a Idok at the Clas- 
sifieds. 



The main screen if 
the nucleus of the 
game and from 
here ail options are 
but a click away. 
The icons are all 
fairly self-explana- 
tory and within a 
few moments mast 
gamesters should 
be able to recite 
the meaning of all 
Of them, Note the 
printer at the bot- 
tom Of the screen 
which prints out 
all the fixtures or 
results and the 

fax machine to the right of it which faxes newsworthy messages now 

and again. 
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The transfer market is the place to 
buy fantastic new players or sell 
crusty-old has-beens. You can call up 
information on any of the players 
listed which twill display another 
screen outlining their skills and 
weaknesses (see inset). Once ypu 
decide to bid for a player listed you 
are presented with a figure which 
'they' think the player is worth and 
you are able to submit your bid. 
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Once you've selected your team and chosen the players that you wish your 
team to comprise of, it's onto the match screen which reflects the key 
action in a series of static screens. Vou can substitute at any stage by click- 
ing on the subs button and are given the option automatically at half time. 
The ball moves left and right on the bar between the teams reflecting the 
position of the ball on the field- Come on you Farnborough's! 
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from the Results Service screen you can not only check on the scores for 
your division but thai* of the other leagues as well. All the progress in the 
major cups can be displayed at a touch of the button as well. I see QPR have 
been beaten by Chelsea - that'll all change when I become manager. 



This is where you can scrounge some 
dough if things are running a little 
tight. After checking your bank bal- 
ance and attendance figures, you 
can apply for a loan spread over a 
number of yean, Like real banks 
(where it's not all work, work, work) 
they'll weigh up the proposed sum 
and, more often than not, turn it 
down. Pah! The recession's hit the 
footy clubs too, you know! 
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You can change your team as often as you see fit and a lot of information 
can be called up from this screen regarding each player. Their skills at han- 
dling {Maradona would rate highly here), tackling (Stuart Pierce went oft 
the scale when I selected him), passing, shooting and stamina are all dis- 
played. Various other information like their age. time spent on the ball in 
the last match etc, etc. are shown as well. 
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I It is possible to call up infor 
mation on your personal 
performance from the 
Career History screen which 
displays your performance 
over the past few years. 

From the telephone you can 

dial any of the common 

numbers or, by calling the 

Board of Directors you can 

hand in your resignation, if 
you've had enough. 




When it comes down to it at the 
end of the day, a football manage- 
ment game is a football 
management game, right? Right. 
There's not much you can do to dis- 
guise that fact and no matter how 
much in-game screens you add, it's 
all really a case of number shifting 
and decision making. With all these 
modern games a balance needs to 
be struck between the game core 
and these presentation screens - 
they should never intrude upon the 
actual information or appear to 
interfere with the flow of the 
game. Premier Manager is all very 
nice and all that, and the way it is 
implemented is very good indeed, 
but some of the features, pleasant 
ai they are, do get in the way. 
Contacting the trainer or the scout, 
for example. Involves using the 

telephone and dialling num- 
bers to 'ring them up'. 
Although you can click direct- 
ly on their names to call 
them, dialling their numbers 
soon proves to be a chore, 
the phone rapidly becomes 
redundant and I can't imag- 
ine anybody using it more 
than three times, Like I say, 
it's very nice but do we really 
need it? The game itself is 
pretty much your bog- 
standard management 
'thing', which is unsurprising 

given the subject matter, and as such can't really b 
faulted. If you choose to watch the actual match it can 
prove fairly exciting but the option to avoid sitting through 
It or speeding tt up is welcome. I wouldn't say that Premier 
Manager offers anything really new and if you've already 
purchased a management game then you'd probably come 

to the conclusion that it is simply 
more of the same. If you haven't 
got one then the additional 
features which gloss over the 
main game may prove to be just 
the ticket for a smooth introduc- 
tion to the genre. 
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Reach For 
The Skies 



Tally-ho chaps, bandits at twelve o'clock, er r 'Jer- 
ries', Hitler (?), Berlin... World War 2 certainly 
conjures up a wealth of images for Simon Byron. 
He scrambles down to the airfield to find out 
whether the new flight-sim from Virgin earns its 
wings 



Can you imagine what it must 
have been like in the dark and 
gloomy days of the Battle of 
Britain? Instead of a high-tech Amiga 
for entertainment you'd have had to 
make do with a wooden hoop which 
you'd roll down the street using a 
twig. No telly, just a 'wireless' with 
endless Vera Lynn and Grade Fields 
songs blaring from the mono speak- 
er (no stereo in those days). And, 
worst of all, np The One! ! ! Oh, and 
not forgetting the endless fear, 
panic, bombing and rationing that 
you'd Have to put up with as Hitler 
tried, in vain, to take over the world. 
Nope, thankfully we're much bet- 
ter off nowadays but we do have the 
opportunity to journey back in time 
thanks to Reach for the Skies, a game 
by Rowan Software (the people 
behind Flight of the Intruder}, 
They've taken a slightly different 
approach than you might have 
expected by allowing you to choose 
which side you want to be on. Whilst 
this may seem like a controversial 
and, let's face it, unethical decision 
(it provokes images of our now for- 
eign friends desperately trying to 
rewrite history), it actually makes for 
an interesting gaming experience 
where you can see first hand the 
problems that the Germans were up 
against. 

The core of the ga me i s a 3 D flight 
simulation which takes place, in the 
main, over the southern coasts of 
Britain. Apparently a great deal of 
research has enabled the program- 
mers to implement all the real tac- 
tics and formations that the Ger- 
man's used sq could this game 
be the closest us pampered 



gamers will ever get to experiencing 
the hellish life of a real WW2 pilot? 
Climb aboard your aircraft, rev the 
engine, chocks away and we'll take a 
butcher's, shall we? 





As wall at being a pilot, you can play the role of a rear 
gunner in plant* that are fitted with such weapons. 
Stick the aircraft on auto-pilot and shoot away like 
there's no tomorrow, Whilst these views alto give you 
th* chance to see what's behind you, there it a look-up 
view which, as well as showing what's above you, also 
reveals a rear- view mirror. 



Of course, you don't net-d a lot a practice to 
defeat the feeble Germans in the Battle of 
Britain but we thought you'd like to see 
exactly how it's done. Erm, if I don't make it 
back safely, it's not because of a Jack of talent 
on my part, it's because the program must be 
faulty... no, really. 



Right, off we go then. 
To enroll for duty ini- 
tially, you'll need to 
enter your name and 

call sign in one of 
these books. Sadly 
there '5 only room to 
type in a maximum of 

ten characters so 
you'd better keep your 
nicknames short. May 
is saved automatically 
at the end of every 
'game' day, relieving 
you of the need to do 
it manually, 





Playing the Controller allows you to influence the cam- 
paign to a greater extent. You can plan attacks, move 
aircraft from factories to hangars and call up all kinds 
of- information on the enemy forces. Morale plays an 
important part in this role as you need to ensure the 
men are contented so that they can perform to the best 
of their abilities. 



After selecting to play AS a Pilot, we need to choose 
one of the four campaigns to get involved in. They ail 
require basically the same tactic - remove all foreign 
objects from the sky - but are fought during slightly 
different stages of the war. This means that as the 
battles progress, the original battle plan of the 
Germans is reflected accurately in the game. 
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Once we've seen the mission briefing (which tells you where you'll he 

taking off from and the expected Opposition) it's into the game proper. 

Take-off can be either manual or automatic but you must remember to 

raise the wheels yourself. Once we're skywards it's best to select the 

automatic pilot option (did they have those in the Forties?) which will 

point you in the direction of the bad guys and commence attack 

procedural. 

Right we're going the 
right way but the only 
problem Is that the 
pesky Jerries are miles 
away, Whilst it is still 
possible to reach your 
destination manually, 
the programmers have 
included a handy accel- 
erated time option 
which relieves the 
boredom of the jour- 
ney between base and 
the bloody great scrap 
(and subsequent bot- 
tom-kkKing} that the 
enemy is about to 
receive. 






Messages periodically appear 
along the top of the screen, most- 
ly from your fellow pilots letting 
you know that there's a bandit on 
your tail. Sometimes actual track- 
ly speech information like "Some 
trade for you" {an enemy is near- 
by) or 'Tally Ho" (urn, tally ho) 
can be heard over the airwaves. 
Once a German is on your tails 
he's fairly bard to shake off so 
some traditional aircraft manoeu- 
vres are what's called for. 

There are simply squitltons of 
external views to choose from, 
most of which are configurable 
to your own satisfaction. The 
handiest of the lot is this combat 
view, which keeps the camera 
fixed on the currently locked-on 
enemy, enabling you to line up 
your shots accurately. Bye-bye, 
Mr Nasty, 



Right, who's next? 
One down, loads to 
go, If you do man- 
age to down a Jerry 
then you can cap- 
ture the moment on 
'video'. By pressing 
the right keys the 
computer wi II 
record the events 
straight into RAM, 
and they can then 
be saved out to 
show your grand- 
children and let 
them know exactly 
what yew did in the 
War. 
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THE VERDICT 



From the off it is easy to see that a ^ 
deal of effort has been piled into Reach 
this is accurately reflected in the manual, 
which contains a wealth of historical facts 
about the Battle of Britain, Just flicking 
through the pages produces an unhealthy 
desire to play the hero and join in the 
Force's efforts but I'm not so sure that all 
these facts are that prominent in the game. 
It's hard to tell from the restrictive views 
that you fly with just whether all the 
German manoeuvres are actually being 
Implemented, but I suppose that even th. 
Spitfire pilots themselves didn't notice all 

this impressive trickery 
(and it didn't work 
anyway, did it?). It's 
certainly fairly fast but 
the biggest problem I 
found is that, ui 

yOU jump virtu. 
straight into a I 
{which isn't at a 
isttc), there is a f 
I of flying ab 
re the ene — 
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e into view, 
low it realfy was, it i 
waste of time having to switch your , 
pilot on with accelerated time for a C 
of minutes until the real dog-fighting 
begins. Maybe I'm just being picky as, to 
fair, you can choose to jump straight 
battle but in most flight simulations | 
especially Knights of the Sky) the battle 
was almost immediate anyway. If you're 
interested in flight simulations, and as long 
as you remember that this is a WW2 
and there's no modern weapons or aids, 
then you should find plenty to be pleased 
with (but try Knights first, though). 
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Blimey, Nazis, thousand! < 
don't shoot 'till you see the whites 
of their eyes. If things do become 
hairy (like they are now), Reach for 
the Skies offers a helpful, but unre- 
alistic, feature which enables you to 
'jump' from plane to plane in your 
squadron. This means you can quite 
often get out of a dangerous situa- 
tion at the press of a key. I might 
do that right now... 

...Too late! Bloody programmers, I 

thought this was supposed to be 
realistic, Were we have the end -of - 
mission briefing and. as you can 
see, I didn't fair too well. You can 
receive a full summary of your mis- 
sion from here as well as reflecting 
for a few moments on the efforts 



of a valiant fighter. 
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WHAT'S NEW IN 
BUDGET LAND? 

ELCOME TO THE FIB1T 
IN A REGULAR LOOK 
AT WHAT'S HAPP- 
ENING IN THE BUDGET SCENE. 
THIS IS THE PLACE WHERE WE 
FILL YOU IN ON THE LATEST 
INFO, RUMOURS AND RELEASE 
SCHEDULES FOR ALL YOU 
MONEY-CONSCIOUS GAMES 
BUYERS. 



The successful and immensely 
popular Dirzy is soon- to appear in his 
most ambitious game yet. Crystal 
Kingdom Dizzy. This is by no means 
just another Dizzy game as. for 
starters, it's being released at an 
almost full-game price of £19.99. 
Due out early next year, this 
adventure will differ slightly from the 
others by featuring greater character 
interaction, varying enemy 
intelligence and a total of four 
adventures, either of which can be 
played seperately via a password 
system. Just whether the game will 
be as well-received as the earlier 
Dizzy games {which were, to be fair, 
mainly successful due to their low 
price point) remains to be seen. 



As you may have gathered, US Gold 
has launched another budget label 
named KIXX XL, a publishing force 
which will concentrate on hugely 
popular games from yesteryear. 
Closely tied with Lucasfilm and 
Delphine. to name but two. the 
higher-than-usual £12.99 asking price 
is compensated for by redesigned 
flashy packaging and unbudget-like 
manuals. How long before we see 
The Secret of Monkey Island at this 
price? 



Those Codies are presently heavering 
away on a new overhead racing 
game called Slicks. Costing a not- 
un reasonable £7. 99, the game offers 
the player the chance to race six 
tracks seperately or together in a 
Grand Prix, and even to even 
challenge a friend in a spot of head- 
to -head frenzy. Look out for a full 
review next issue. 



Psygnosis in Budget News shocker? 
Yes, it's true! Although strictly not on 
budget, it's a compilation so that still 
counts. Entitled the 'Lemmings 
Bumper Pack', the £29,99 bargain 
bundle contains Lemmings and Oh 



imu! iviyitr lemmmgi in one easy-io- 

carry packaged, which has been 

totally constructed from sexy recycled 

materials (which is, apparently, to 

become the norm for new Psygy 

games). Of limited use to us older 

gamers, this should prove an 

excellent purchase for newcomers to 

the Amiga scene but it's only 

available until January 31st SO 

you'd better not dawdle. 




Christmas is only just around the corner and the budget scene is 
hotting up in anticipation of a very merry festive season. If 
you've got any light relatives who don't like to spend a few bob 
then slip them the name of one of the games below, hang about 
for a few weeks and - hey prestol - instant snazzy Christmas 
present. Due to the amount of games that have flooded in this 
month all The One's team have done their piece so if you'll just 
adjust your swimming caps we'll dive straight in... 




INDIANA 
JONES AND 
THE LAST 
CRUSADE 

KixxXL £12.99 



Can it really be nearly three years since The Last 
Crusade first appeared on Amiga? At the time I 
remember thinking it was the best thing since 
sliced salami hut a lot of wate-r has passed under the 

graphic adventuring bridge since then, so it was with 
no small amount of trepidation that I loaded it up for 
reappraisal. Would my golden (but vague) memories 
be shattered, much like they were when |. saw my 
childhood favourites The Banana Splits on TV recently? 
I needn't have worried, because The Last Crusade 
has aged surprisingly well. Admitted, the graphics are 
a bit crude {direct conversions from the PC version's 
16-co!our EGA, I'd guess) and the player interface is a 
little clumsy in places, but for all this there's no 



denying that The Last Crusade is still a 
cracking game. In fact, it's actually bcttf i 
that the more recent Lucasfilm games in 
some respects (mainly in the disk- 
swapping/accessing department). 

The Last Crusade is, as you may have 
already worked out, based on the third 
and last inriy movie (you know, the one 
with Sean Connery as his dad). The big 
problem with a movie tie-in graphic 
adventure is, of course, how to stay true 
to the plot of the film but also introduce enough new 
bits and puzzles so that players wgn't be able to just 
breeze through the game by recalling what happened 
in the ftlm. However, Lucasfilm have succeeded 
admirably, and there's plenty^of challenge even if 
you've seen the Indy films a hundred-and-one times 
(like I have). 

If you missed The Last Crusade the first time around 
(and I suspect there are probably quite a lot of you) 
then you have absolutely no reason to do so again, It's 
good to see The Last Crusade re-released as this is one 
game that definitely doesn't belong in a museum. 

OVERALL; 88% 







Don't be a Twit. Marcus. He had it coming to l-wm, 
Why Marcus, haue you lost your sense of humor-? 
What do you mean, considering his situation?" 
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ZAK McKRACKEN AND THE 
ALIEN MINDBENDERS 

Kixx XL £12.99 



Originally 
released way 
back in 1988 
when games weren't 
as sophisticated as 
they are now, Zak 
iMcKracken is an old 
graphic adventure 
from the Luc us Film 
stables 

The hero, Zak, is 
your typical nerdy 
American citizen 
with high debts,, low 

reserves of brain- 
fells and the weight 
of his world on his shoulders. 
Trouble is, though, some nasty alien- 
type aliens have decided to take over 
the world (yes, again) by brain- 
washing us humans using a 
particularly scary mindbendmg 
machine, 5t> it's Zak to the rescue; by 
guiding him through a series of 
adventuring situations the scummy 
inhuman beings can be defeated, 
etc, etc. 

Whilst playing Zak McKracken it is 
easy to see how far things have 
progressed in the graphic adventure 
genre over the past few years. The 
■;imj.iK :irf sadly lacking in the- qu ility 
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department with lumbering 
animations and garish, crude 
backgrounds. The player interface is 
extremely fiddly when compared 
with the games out now (Kyrandia 
especially) and it soon becomes 
really annoying having to select 
'Open' and then clicking on a door 
just to leave a room. 

It's not all bad, though, as the the 
humour which made the game in the 
first place is still just as wacky, in an 
American type of way, and most 
locations contain a few jokes or tiny 
touches- Zak McKracken is a fairly 
decent, good fun type of game 
which is let down 
slightly by the awful 
graphics and monotone 
sound. If you can live 
with this and you are in 
need of a challenging 
adventure then, aside 
from The Last Crusade 
which you should check 
out first, at this price 
you could probably do 
no wrong. 



OVERALL: 74%. 
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LOOK NO FURTHER!! 

- 

FOR THE CHEAP EST A ND BEST !! 
THE LATES T TO P 50 GAMES FOR YO UR AMIGA: 



3D Construction Kit 2 

A10 Tank Killer 

Addams Family 

Airbus A320 

Aquatic Games 

Assassin 

Beast 3 

Big Box 2 (10 games) 

Bug Bomber 

Catch'Em 

Championship Manager 

Civilisation 

Crazy Cars 3 

Curse of Encfrantia 

Dune 

Fi Grand Prix 

Fire & Ice 

Golf {Microprose) 

Hagarthe Horrible 

Harrier AVeB 

Head to Head (Mig29 vs F19} 

Humans 

Jaguar XJ220 

Jimmy Whites Snooker 

John Maddens 

Kick Off 3 

Kings Quest 5 

Leisure Suit Larry 5 

Lemmings 2 

Lotus 3 

Lure of the Tempi ress 

Megalomania/First Samurai 

Monkey Island 2 

Nigel Mansell GP 

PGA Golf 

Pinball Fantasies 

Pool 

Premiers 

Rail Road Tycoon 

Red Baron 

Sensible Soccer 

Silly Putty 

Space Crusade 

Space Shuttle 

Special Forces 

Street Fighter 2 

Striker 

Sword of Honour 

Wing Commander 

Zoo I 



£34. 99 
£22.99 
£15.99 
£24.99 
£15,99 
£15.99 
£19.99 
£19.99 
£15.99 
£15.99 
£15.99 
£22.99 
£15-99 
£22.99 
£19.99 
£22.99 
£15.99 
£22.99 
£15.99 
£27.99 
£22.99 
£1999 

ri5.99 

£14.99 
£15.99 
£15.99 

£25.99 
£25.99 
£15.99 
£15-99 
£19.99 
£19.99 
£24.99 
£15,99 
£19.99 
£15.99 
£15,99 
£19.99 
£22,99 
£22,99 
£1599 
£15,99 
£15.99 
£3499 
£22.99 
£17.99 
£1 5.99 
£1 5.99 
£19.99 
£15,99 



The above represents only a very small 
selection of titles that we stock. If you do not 
see what you want listed, please give us a 
call. 

Given 1ha nalura ol games pufctshsra, tie can not guarantee INi! &1 mt above will ba reteasatf by 
ins lime l-i adveri app«flrs. Please can us to check iivnilnliilily 1c avoid disappointment. 

Post & Packaging £1.50 - Securicor £5 

48 hour despatch (cheques 7 days) 

Cheques should be made payable to SoftStore 

Access and VISA cards accepted 

SoftStore, Dept DTO, PO Box 1720, Slough, SL3 OYX 

0753-683336 

******************* 
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BUBBLE 
DIZZY 

Codemasters £7.99 

The latest Dizzy game is a 
sidestep from our egg hero's 
more traditional arcade 
adventures. This time round Dizzy 
finds himself at the bottom of the 
ocean, having just been kicked 
overboard by the evil Captain 
Blackheart. As the more observant 
and budget minded among you 
will undoubtedly know, Dizzy 
cannot swim so he must make his 
way surf ace wards pretty sharpish 
by stepping on one of the many 
bubbles that rise from the seabed. 

The bubbles aren't exactly the 
most stable of surfaces to be 
standing on and they quite 
frequently burst, forcing Dizzy to 




leap to another or sink back down 
and risk drowning. Oxygen is of a 
strictly limited supply and contact 
with some of the various sea 
meanies will deplete the air 
reserve* further although there is 
always an extra canister lying 
around on the level somewhere. 
Pearls can be collected on the way 
up and once the surface is reached 
there's just enough time for a gulp 
of fresh sea-air before Dizzy is 
plonked at the bottom of another 
chasm with more rocks and 
pi dt forms to hinder our hero. 

Bubble Dizzy is not a bad game 
by any means, although neither is 
it particularly outstanding one. It 
plays well, if a little 'rigidly' at 
times, but the the random nature 
in which the bubbles appear means 
that levels seem to rely more on 
luck rather than skill, provoking a 
fair amount of frustration on a 
number of occasions. The music is 
fairly rythmic in a bongo kinda 
way, the graphics are very 'Dizzy' 
styley, and it will probably provide 
you with a few weeks of gaming 
pleasure if you are willing to 
persevere with what is basically a 
limited arcade game. All-in-all it's a 
fair but not essential purchase. 

OVERALL: 61% 






SPELLBOUND DIZZY 

Codemasters £7.99 

Iot simply content 
With furnishing us 
With Bubble Dizzy, 
those Codies have covered 
both ends of the arcade 
market with the latest in a 
very long line of arcade 
adventures. In Spellbound 
Dizzy our eggy friend has 
got himself into another 
puzzle-solving situation by reading a-lgud a really, really powerful 
Spell from his old mate Theo the Wizard's spell book, Perhaps not 
exactly the cleverest thing to do, these rather rash magical words 
have transported all of Dizzy's friends to the underworld. Being the 
instigator of this dangerous situation, Dizzy must set about rescuing 
his Yolk Folk chums by negotiating a series of over 110 rooms 
containing all the problems and situations that we've come to expect 
from the budget, um, beagle. 

It's a standard Dizzy game in every respect, with the usual 
satisfactory graphics, jolly music and logical puzzles. It's so much like 
all the previous offerings that, to be honest, I doubt if you'd find 
much to keep you sufficiently entertained here if you've already 
played a couple of the other Dizzy adventures. It's very nice and all 
that but it seems as though the Codemasters are simply content to 
keep churning out games with the same tried-and-tested formula. If 
you're looking for new and innovative features here then you'll be 
sadly disappointed and you should only consider buying this game if 
you are a Dizzy virgin. (You know what I mean). 

OVERALL: 54% 
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Addann F^unlly - - £16.49 

Air But*.* tlfi.W 
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AwbenLx 

AnMadi* ,...£16.99 

Aptdyii - - £16.49 
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L'jrl ] jifc.i Chillcnut: .. 

Cwlei £16.99 

Ctwlf (rflJrBrjMi £23.99 

Curt-Em - £!fc49 

i , .„ _ .£19.99 

Crllivl.i""- ■ *"-9* 

CcMUHOtl .— - - -■£ 16-49 

1 I, ijl||pM»ni(ef.... £lb\99 
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QAaiD' XI 9.99 

Cumuril Ml TV l.mgm* .1- - 1 ir| 

CcaJ Ctac Tu'int EI6.W 

Od W«kh ♦.._ 

Cwen Aai™ £2\ 49 

CrtPrCMllIl _ £16.99 

CiMum II £16.99 

Qwimi'.. .. £19.99 

Cylnm* £H.» 

CranfBnriiMoS.V... 

\„. i|n«n nf Kr^nn £2.1 Sn 

,„ Shine red Lands. TBA 

D Genermioii - — _£J4.99 

DuiuDfUi £16,99 

Dead* But _.£IS.99 

Danr... JIMS 

Dungeon Mr- In ' (.I'm" 1 1 f.. 9-J 

ni'iiililiiM £1999 

Rfvim ll...._ _ I ' ' '•' 

Ip. £1*99 

I „i .i|H'.iiKI)Hip<an E'wKbill £16.99 

EyruFTtw Ikhiliber £19.49 

Eyc<rfTlKlfc*(,|*rlI £22.49 

F15 Strike EajU: II.. 1. -J'' 

_llMighlcr I H.JO 

„« — — £16.99 

Finr Fomc £16-99 

FirrilLT 1 KJ-99 

FliAlirfTbtlnlrudcr £!..» 

Floor I 3 _ £20,99 

Fnrnvl* OnBtJiJBdPrti £13.49 

Oolite* El w Pi « 117.99 

C in,-., .,-, I . . I be iivjgcF : mnl»rrI I B,*9 

i.;i,h:iliT-,M £1999 

G-Loclt3E<l £19.99 

Gohliinv. ..£16.99 

GrjhartiGowhCiKlri 
firjhjinT>ylurSui-«r f.16.99 

GunihiniCttl t"ftU 

I'iuySp* £19.99 

HwrlW Hkwiftlc... ,£11394 

HlJeani* _ _ - £16.49 

Hci Of Chun £22.99 

HdlwWI - - £1949 

Hoi £16.99 

Hook. (MJH 

Human, 00.99 

lanUoihanuCikket flfi-W 

I. JonesS P'alc Of ALlmlis • TBA 

i-K., £19.99 

HnrnXtttt, _.£I6.99 

Junes Fund Ai)N»!i' fiyiiie. . ...Clli.99 

Jimmt Wliilci Saoaku £11499 

John Midden 2 t\iM 



Ku-H>M .' - £ H.*9 

K.O I F'iiih! Wlu>ile £«.+9 

K.O.iCi l-i„i^ii ...il>49 

K.O.2 Reliuiti 10 K.„'.,|K- ..£6^+9 

IUJ2 WDHnKTiflki ..£».« 

KiekOffJ' (IMS 

K.lnii One* J -.«G* .Hi 

K-.iyl- "■."■• £19.99 

biriaaf ThcSk) £2i.« 

LtfNinialll IL6.99 

Ijeuiiler: ..tltijy 

L***d El*» 

L«na*ln*i — - 1K.*V 

Lonmii*-. S * £22.» 

Lrthal WMMO " ....£16.99 

L.iieniuol £16.99 

L.iiLi £M.» 

I ,,,k, h _ _ 41*. W 

I ,j... luitnOullengell £16,49 

E i^iih ' L'lumtf(c CT^illenge EJ6.99 

LmruCITx 1,i.-,|,i,"- .... £2::.*J 
Mm LldH.r..|K- Lib 19 

Mepfmlieit £1199 

HeuraKDnll. Ji(k99 

M«l.niHli_ _ jlBk.99 

MicmnnKE OnlF i.'-i-l 

MnlKinierlL - £32 V> 

Mi^,i X; Mj t ,|L- 111 £22 99 

M„"l.-. I,l:,„.l £1699 

Muniucj' Mutnl II £2+49 

MuanlLPK _...£20.49 

Mjft... £16.49 

Niucl MiOMbkWorW Chunin. ..TBA 

NrSiin- The ASA] VUfk. £16.99 

t*»B*».. _ ; -*• 

■ nt 11*99 

Pjuifii: ]>lltxk-. - £26.50 

PwuulSlin -I6.49 

Vaica Genenil ... LiJ.W 

H",A Calf.Pus Oft» 

FGACoif-PauDtik £I!W 

Pintail Dwwni - - £ I fc« 

nan 9 inma tumafcc £:: 99 

Player Manaurr £1 L.99 

PbafaDfDtirbi'^ .£19.99 

PbCllllHUll [Ill) 

ll!(killHH LI [Jiu link . ... tltW 

^AkdriihriniJer... |[ I * ^"J 

( - - £I99«1 

£1649 

- £16.99 

Riuaw-Jk £20.99 

Rafin urf TVfflwn - iB.49 



ELealnii. 

Red Boron 

fttik, Wood!. 

K»*.l*,>d 

RoboSaofi! 

5»SnT: Tcir " 
SoauUs itHU 
Tlliilii»lM*l 

Shad™ Wtild! ■ 

Sbuflfc - 

Siih I'm::- 
Silafl Stn ilv 1 1 

.Sim Earth ' ...... 

Hpui'* CniMjac 

SfT, tsJ KnroH.... _ 

St Vfpier _ 

Slrikci 

StnM hlilin, 1 1 

SaptiSpaur bnvtslas , 

SoprrTclris .. 

Sjpi'r rlara 

Sftsird ChT lluncnjr 



Ilv UmuaeT... 

Thni ftnesl Hour _ 

TIojiTIuPm 

L III ma i' 

Vikinci 

9> jnioti af Seykrn 

Wun ■ _... 

■J..UH..,, .1 

Win( C^oiiBluJer • 

Winter Sunt '' 

Wiikid 

W.W.F Euro nmipaeC* . 



£2* .SO 

l . .' 99 
1 I .■ 99 

III, 4'' 

_£I6W 

£ltt.99 

_£I6.99 

B19.« 
tl'iw 

£16.99 

£21.49 

I 

i::4't 

£19 99 

.._ £16.99 

._ £!*.99 

£15.99 

Ot.99 

£I9.W 

£J&99 



Team Yankee II Paiilit I*rt1 £19.99 

TennnCupl. £!*.» 

TerranMivli I'ir> *■> 

TncOidfHher j £17.W 



£|9'« 
. ..£3350 

._..£! 6.99 
..£2Dj« 
...llti.Vfl 

,:.|.i', 

£27 SO 

£23.49 

£16.99 

04.30 

= 1 1-:, 



ITEMS MARKED WITH A STAR * MAY NOT HAVE 
YhTT BtbN RELEASED PLEAS K PHONE FOR DETAILS 




[Name. Address* 



i Pleaxe send me. 



[Computer Tj/pe.*.*..,. r«T/.„„.„ , ,,.,., 

Send to Wizard GtUBH Osborne Oturl Olitev Bucks 

MK464LA, Kas: (W234) 2<«»6r47 

Postase & Packing included in U.K. Kumpt add £3JH>, 

KKtmlitrt add E3.75 

Please make cheques /P.O's payable L»: 'Merlin Software* 
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FIRE & FORGET II 

Fox Hits £9.99 

One of the first releases on Titus' new Fox 
Hits label is this little offering which first 
raised its ugly head in 1990. Basically it's a 
sort of Chase HtHype driving game in which - get 
this - you don't actually have that much control 
over the car. If you just leave the vehicle to its own 
devices then it will quite happily negotiate the 
bend j and twists like it's your chauffeur. Now, call 
me old fashioned or something, but I thought that 
the idea of a driving game is to, like, drive a car 
around a track, Still, perhaps this has all been 
decided for a very good reason so let's not worry 
about it too much. 

Besides being a driving game where you don't 
drive. Fire & Forget II is also a shoot-'em-up along 
the lines of Roadblasters, the crusty coin-op from 
Atari. Badly-drawn sprites are placed above or on 
the road which you must finish them before they 
finish you. There doesn't seem to be much skill in 
shooting the enemy craft as it appears to rely more 
on luck than anything, and quite often you end up 
losing a life by being hit by a single bullet which 
you had no knowledge of before. 

Not simply content to leave it at that, the 




programmers have included a novel little twist 
whereby you can transform! the car into a car with 
wings and take to the skies. Unfortunately. 
though, it's not very clear when you can and when 
you can't do this (the instructions are very brief) 
and just what the advantage of doing it anyway is 
beyond me. 

There's not a lot to recommend in Fire & Forget 
II. In fact, I'd say there's nothing at all to praise so 
- hey! - do yourselves a favour and stay well clear 
of it. It's tempting to end the review by utilising 
the words 'fire' and 'forget' together in a clever 
little sentence but I'm not going to, okay? 

OVERALL: 39% 



PITFiGHTER Kixx £7.99 




T 



he underground world of Pitfightjng is a 
rough and dangerous place where 
blokes wouldn't think twice about 
slitting your throat for the price of half a 
shandy, and now you can be part of the action 
courtesy of the latest re- release from Kix*. 
The player for players in the simultaneous two- 
player fun mode) must battle his way through 
a number of progressively harder characters 
with names like Warrior and Angel (who, as it 
happens, i5 a rather luwerly lady), using a number of dirty fighting moves 
and lobbing a few motorbikes and the like about. There are also a number of 
occasional 'bonus' screens where each player is awarded points for being the 
hardest and meatiest fighter in town. 

What sets this game apart fom the beat-'em-up crowd is the unusual way 
in which the on-screen violence is depicted. Each digitised sprite has been 
directly ported over from the coin-op and shrinks or enlarges as the players 
move in and out of the screen. When there's a number of characters in the 
'ring' the game camera pivots and swings to accommodate all the players 
which makes for a visually exciting and different experience. 

If you're looking for a rock-hard beat-'em-up then Pitfighter is an ideal 
purchase. The different graphical styles make the game more interesting and 
although there aren't a vast amount of moves, there's more than enough to 
satisfy the average gamester. As to whether it wilt be enough for all you 
sophisticated Strertfigrrtw 2 fans,., Well, perhaps, but you could do worse 
with your money whilst waiting for that particular phenomenon 

OVERALL: 68% 





RAVING MAD US Gold £25.99 

This, another valuefor-monoy US Gold compilation, should put 
any cutesy platform game fan on hog heaven, as it comprises 
Rodland, Robocod and Mega Twins. 
Rodtand places you in control of Tarn or Rit, two 'My little Pony' 
cuties, who must rescue 
their 'mom' from the 
clutches of an evil demon. 
Each single-screen level 
contains dozens of cuddly 
meanies who each have 
their own special way of 
dealing out death to the 
two vom-inducing heroes. 
Once a level is clear of 
nasties, our heroes can 
move on to a meeting 
with the obligatory end-of-world guardians. You'll not find many 
recent straight arcade conversions better than Rodland. It plays fan- 
tastically, looks brilliant and has a lot of variety in terms of levels 
and bad guys. 

Continued on page 92 




MICRODISK 



Please make cheques fP.O. payable to Microdisk p.p UK add 
75p per item. Europe add £2.50. Elsewhere £3.50 



FREE 
MYSTERY 



WITH ORDERS 
OVER £45 



Villiers House 

110 Villiers Road 

Watford Herts 

WD14AJ 

(0923)676419 

All items subject to availability E.&G.E 
Allow 14 Days for Delivery 



GAME ,...,. PRICE 

A10TANK KILLER ENH 2199 

AODAMS FAMILY .16.49 

A320 AIRBUS 24.99 

AIR SUPPORT 1799 

AIR WARRIOH 24,99 

ALCATRA2 ...16.99 

AQUATIC GAMES 16.99 

ARABIAN KNIGHT (NEW) ...16,99 

ARCHIE MACLEAM/S POOL 16.99 

ARSENAL F.C 16.99 

ASSASSIN 16.99 

ASHES OF EMPIRE.., 24.49 

A- TRAIN ,. , 22.49 

BARBARIAN II ,., ...16.49 

BAT II ...22.49 

BATTLE ISLE 16.99 

BATTLE TOADS 16.99 

BEAST 3 16.99 

BEAST MASTER 16.99 

BEAVERS 1 6.99 

BIRDS Or PREV 23.99 

BLUES BROTHERS 1 6.49 

BUG 60 M BER 1 6.99 

CASTLES 20.99 

CASTLE OF DR BRAIN 23.49 

CENTURIAN ....16.99 

CELTIC LEGENDS 21.99 

CHAOS ENGINE 20.99 

COOL WORLDS 16.99 

CON QUEST OF THE LONGBOW 23.99 

COVERT ACTION 23,99 

CRAZY CARS 3 ,.16.99 

CREEPERS 22.49 

CRUISE FOR A CORPSE 1699 

CURSE OF ENCHANTIA 24 49 

CYBERCON III 16 99 

CIVILISATION 23 99 

DARK MERE (HEW) . .22.49 

D-GENERATIDN 16 99 

DOJO DAN 16 99 

DOODLEBUG (NEW) .16 99 

DUNE 22 99 

DYNABLASTER 22 99 

ELVIRA JAWS OF CERBERUS 23 99 

EPIC IS 99 

EUROPEAN CHAMPION FOOTBALL 16.93 

EYE OF THE BEHOLDER 19-99 

EYE Of THE BEHOLDER 2 22-99 

F15 STHIKE EAGLE II 23 99 

F19 STEALTH FIGHTER 1999 

FATAL STROKES 16.99 

FIRE FORCE (MEW) ...16. .93 

FLOOR 13 22.99 

FLFIGHT OF THE INTRUDER 12.99 

FOOTBALL KID TBA 

FORMULA 1 GRAND PHIX 23 99 

GAMES ESPAMA 92 22 99 

GAUNTLET W 1699 

GOBLINS... , 16.99 

GODFATHER.... : 16.99 

GODS.. 16 49 

G RAH AM TAYLOR' 5 SOCCER CHALLENGE ... 1 6 99 

&UW8HIP 2O0C 22.49 

GUY SPY 22.99 

H AGAR THE HORRIBLE 16.99 

HARLEQUIN 16.49 

:H ARO NOVA 1 6.99 

HARPOON 19.99 

rCOMPUfERtrfLES" 



gamp: PRICE 

HEAD FO HEAD 22.49 

HEIMDALL 19.99 

HERO QUEST (I MEG) 21.99 

HOI (MEW). ..16.99 

HOOK , 1 6.99 

HOSTILE BREED 16.99 

HUMANS , 22.49 

I JONES FATE OF ATLANTIS TBA 

IAN BOTHAM'S CRICKET 16-49 

INTERNATIONAL SPORTS CHAMPION ,22.99 

ISHAR 22.49 

JAGUAR XJ220 16 99 

J.WHITE S WHIRLWIND SNOOKER 19.99 

JIM POWER 19.99 

JOHN MADOEN S FOOTBALL 16.49 

KICKOFTII 13-99 

KICK OFF III (NEW) .. 16 99 

KID GLOVES II 16.49 

KINGS QUEST V , 23.99 

KNIGHTMARE 16 99 

LASTNINJA3 16.49 

LEANDER 16.99 

LEGEND 20 99 

LEGEND OF KYRANDIA 22.49 

LEISURE SUIT LARRV 5 23.99 

LEMMINGS 16.49 

LEMMINGS 2 .......22.49 

LEMMINGS STAND ALONE 16-49 

LETHAL WEAPON 16-99 

LINKS 24,99 

LIVERPOOL 16.99 

LORDS OF TIME 16.99 

L0TUS3,, 16.99 

LOTUS TURBO CHALLENGE 2.. 16.49 

LURE OF THE TEMPTRESS 21.99 

MEGA FORTRESS.. 20.99 

MEGA TWINS 16.99 

Ml C P.OPH OSE GOLF , 23.99 

MIDWINTER II 23.99 

MUG 29 SUPER FULCRUM 24.99 

MIGHT 5 MAGIC III 22.99 

MOONSTONE 20.99 

MONKEY ISLAND 16.99 

MONKEY ISLAND ll(REDLICED} 22.49 

MYTH 16,99 

NICK FALDO' S GOLF 22,99 

NIGEL MANSELL WORLD CHAMPION 19,99 

NOBBY THE AARDVARK (NEW) ...16.99 

NOVA 9 23.99 

DRK (NEW) ...16.99 

DUTLANDEH.. (NEW) ...16.99 

PGA PLUS 22.99 

PGA GOLF DATA DISK 12.99 

PINBALL FANTASIES 22.49 

PIRACY 16.99 

PLAN 9 FflOM OUTER SPACE 22.99 

POOLS OF DARKNESS ..' * 22.99 

POPULOUS II 20.99 

POPULOUS/SIM CITY 20.99 

PREMIERE 22.99 

PROJECT X - 16.99 

PLAYER MANAGER 13.99 

PUSHOVEH ....16.99 

ROAD RASH 16.99 

RAILRDAD TYCOON 24.99 

REALMS 20.99 

RED BARON 23.99 

RISKY WOODS 16.99 

._V 

PRICE jNatne 
1 Address 



G A ME ..„ PRICE 

ROBOCOD 16.49 

ROBOOOPIII 16.99 

ROBO SPORTS 20.99 

SABRE TEAM 16.99 

SENSIBLE SOCCER 16.99 

SHADOW OF THE BEAST 2 1 6.99 

S^ADOWWORLD 16.99 

SIM EARTH.. „. 22.49 

SILENT SERVICE II , 23.99 

SI UY PUTTY (NEW) 1699 

S1MAMT , .,,23.99 

SIMPSONS 16.49 

SHUTTLE (REDUCED) 22.99 

SPACE ACE2 25.99 

SPACE 1339 19.99 

SPACE CRUSADE 16.99 

SPACE QUEST IV..., 25.99 

SPEC IAL FDHCB ,. 2 1 .99 

STREET FIG HTER 1 1 1 8.99 

STRIKER 1 6.99 

SUPER SPACf INVADERS 20.99 

SUPER TFTHIS 22.99 

SUSPIC IOUS CARGO 1 6.49 

TEAM YANKEE 19.99 

TEAM YANKEE I! ._,. 23.99 

TEARAWAY THOMAS -TBA 

TENNIS CUP 2 17.99 

TERMINATOR II 17.99 

THE CARL LEWIS CHALLENGE .....17.99 

THE COOL CROC TWINS 17.99 

THE MANAGER. 2249 

THE PERFECT GENERAL 22 99 

THUNOERHAWK AH-73M 21.99 

TTTUS THE FC> 16.99 

THODDLERS 16 99 

TV SPORTS BOXING 16.49 

TV SPORTS BASE BALL 16.49 

UGH .. (MEW).. 16.99 

ULTIMA VI .20.99 

UTOPIA 20 99 

VIDEO KIC 16.99 

VIKINGS , 16.99 

VROOM . 16.99 

WAXWORKS 24-49 

WEEN 22-49 

WILLY BEAMISH... 21.99 

WING COMMANDER (1MEGI .. ...22-49 

WIZZKID ,16.99 

WWF WRESTLING 16 49 

ZOOL (REDUCED) 16 99 

ACCESSORIES 

1/3 MEG UPGRADE ♦ CLOCK (REDUCED) ...24.99 

AMIGA 4 PLAYER ADAPTOR 7,99 

40LOCKA6LE DISK BOX 6,99 

aOLOCKABLE DISK BOX 6.99 

BOX 10 BULK DISK - - 6.99 

BOX 10 SONY DISK 9 99 

UICKSHOT PYTHON 1 10,99 

QUICKSET MAVERICK 14.99 

OUICKJOY JET FIGHTER 13.99 

QUIGKJQY TOPSTAR 2D.99 

COMP PRO 5000 EXTRA CLEAR 1 3.99 

NAVIGATOR. 13.99 

ZIPSTICK 13.99 

DISK BOX & 
JOYSTICKS P&P £1.00 



COMPILATIONS 



BOARD GENIUIS 

SCRABBLE, RISK CLUEDO, 
MASTER DETECTIVE 

£17.99 



BIG BOX 2 

R-TYFE 

.GHOSTHI 'STKHS, SHANGHAI, 

SINBAD, DEFENDERS OF THE 

EARTH, TV SPORTS FOOTBALL, 

BACK TO THE FUTURES, 
ARMA1YTE, 1 K + , KA M BUZ \ I , 

£17.99 



SUFERF1GHTERS 

FINAL FIGHT. WAV. F\ 
PITFTGHTER 

£16.99 



DREAM TEAM 

TERMINATOR 2, SIMPSONS, 
f.W.F. 

£17.99 



BUDGET GAMES 

S»P OFF LIST PRICE 

P&P ONLY SOP 

3D POOL 6.39 

BACK TO THE FUTURE III 7.99 

BUBBLE BOBBLE 6.99 

CARfllFR COMMAND 6.99 

CHASE HQ , 7.99 

CISCO HEAT 6.99 

DOUBLE DRAGON B.99 

EMLYN HUGHES SOCCER 6 99 

F16 COMBAT PILOT 7.99 

GAUNLET2 6 99 

GOLOEN AXE 6.99 

JAMES POND ,6 99 

LOTUS ESPSRIT 6.99 

MOONWALKER .6 99 

NORTHS SOUTH 6.99 

Cj IN THE USA 699 

BATMAN THE MOVIE 6.99 

PANZAKiCK BOXING , .6.99 

PITFIGHTER 7 99 

PLOTTING , 7-99 

PRO TENNSTOUR 6 99 

RAINBOW IS LANDS .6 99 

TV SPOR TS FOOTBALL 6.99 

TV SPORTS BASKETBALL 6 99 

■PAPER" BOY II.. 6.99 

JOHN LOWES DARTS 6 99 

SHOOT EM UP 6.99 

AOSPOftTSDRMNG 10.99 

AD SPORTS BOXING 1999 

A'ACKY RACES 6.99 
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MAGIC WORLDS Daze Marketing £25,99 

If you've got a passion for strategy-style games then your head'll prob 
dbly explode when you take a gander at Magic Worlds. You see, it's a 
compilation of a trio of brain-taxers, namely Dragon's Breath. Crystals of 
Arborea and Storm Master, 

Dragon's Breath is by far the oldest of the three games. Up to three player 
can take part (if less than three arc playing, the computer fills in), each 
assuming the role of a Dragonmaster in control of a legion of mighty drag- 
ons with which to do their bidding - raiding villages, attaching enemy drag- 
ons and sq forth - the ultimate aim 
being to find the parts of a magic Tal- 
isman that Will grant the possessor 
access to Dwarf Mountain and its 
secrets of immortality. Sadly, howev- 
er, the game doesn't quite fulfil the 
exciting promise of its scenario. The 
pace is slow, and even the most strat- 
egy-hungry gamer might find some j 
aspects of the game daunting (espe- * 
dally the incredibly complex spdl- 
ca sting section). 

Crystals of Arborea is a sort of pre- 
quel to the excellent Ishar. Both 
games employ a very similar and very 
attractive first-person 3D graphics sys- 
tem to illustrate the player's progress 
around the gamewcrld. but where . 
Ishar was full of fascinating things to 
do and interesting people to meet, ■■-■j; 1 
Crystals is empty and a touch dull, 
Star of the pack is Storm Master, As ruler of one of eight warring kingdoms, 
it's the player's job to keep the plebs happy, to defend and expand the realm 
and, of course, basically to try and stomp the opposition into the ground, 
Battle with enemy forces take place aboard giant flying ships (of the wood 
and sails kind), and this is where a rather nice arcadey element comes into 
play. It's an exceptionally pretty and very playable game, nicely thought out 
with an intriguing scenario. Top-notch stuff all the way. 
So, is it worth the asking price? It all depends on how much you like 
these sorts of games, I suppose. There are no real duffers here, and Storm 
Master is an superb game, You pays your money and you takes your 
choice, as the old cliche goes, 
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OVERALL: 83% 
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Robocod is a scrolling cut" 
sie platform affair. The fishy 
superspy has to restore spirit 
and festivity to Santa's toy 
factory which has been 
besieged by Dr Maybe. James 
Pond has a few robot- 
inspired abilities which 
include extending his midriff 
to reach higher platforms and 
scrunching himself up to pro- 
tect his precious bod. It's 
incredibly playable and the 
levels are huge, but there's 
not a lot going on on-screen 
and when there is the screen 
tends to launch itself into a 
kind of wobbling breakdance 
display. However, to be fain 
this is not really a problem 
most of the time. Although 
the game has been superseded by the likes of Zoo! and his friends, it 
still remains one of the top platform games to appear on the Amiga, 
Last up is Mega Twins, yet another scrolly platform game with two- 
player action and 'twice the fun and double the trouble' as it says here. 
The Twins must battle their way across a number of levels in an effort 
to sort out the problems of the land and retrieve a legendary stone 
called Dragon Blue Eyes. Obviously in a compilation there has to be 
one which doesn't stand up too well when placed next to the other 
games and - you guessed it - Mega Twins is that game. The action is 
a tad on the slow side and it doesn't seem to hold the attention of the 
player like Rodland and Robocod. It's just a fairly average game with 
no particularly outstanding features or amazing innovative feature, | 
Overall the two main sellers, Rodland and Robocod, are both excellent 
games and if you don't gwn either then this compilation is well worth 
your money. 






OVERALL: 86% 
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OFTWARE CITY 

P.O. BOX NO.888 Wolverhampton WV1 1TP 

CALL US ON : 24 HOUR CREDIT CARD HOTLINE 0902 25304 




VISA 



Registered Office: I.J .A. Software Limited 2nd FJow Offices Harupum Walk Queens Square Wolvcrhamptnn WVI ITQ 






AMIGA GAMES 



AMIGA COMPILATIONS 



] si Di vi sum Manager 7.\P) 

3 U t onstrutlion tit 2(Nrw) 34.99 

A Train (Sew} 24.99 

Addams Family 17.99 

Air Support ... ..". . .. 1 7.99 

Air Force Commande.r(New) 2] .50 

Ali<:„ Breed 17,99 

Another World 1 7 .99 

Apidya 17.99 

Aquatic: Games (New) 1 7 .99 

Arcade FruLt Maehine(New) 7.99 

Amie „. h .„l,„ 7.99 

Ashr-sof The Empire 24.99 

Badlands —7.99 

Bane of The Cosmic Forge. 23.99 

Bard's Tale Trilagy(Ntw). 24.99 

Batttechess 9.99 

Battle Isle 21.50 

Battle Isle Data Disk 1 3. 99 

Beast 3 .(New) 21 .50 

Biff (New),.„...„.„7.99 

Bitnose The Caveman! New) 7 .99 

Birds of Prey 24.99 

Black Crypt 17.99 

Slide Warrior 7.99 

Bridge Player 2 150 II. JO 

deter. (New), 21,30 

California Games 2 17.99 

Campaign (New) 21.50 

Capiain Dynamo 7.99 

CjiiicwisCrHQlerjtf 17.99 

Carrier ComnUItdKNevv PH«) 9.99 

Castles 21.30 

Catch iim (New 1 1 7.99 

Championship Manager 17.99 

Che -Guerilla in Bolivia (CCS.) 

17.99 

Chuckie Egg I or 2 (Not AJOOoi 



iNVw> 
iV«; 



,.9,99 
,,24,99 
,,21,30 

1 .' 99 

7,99 

.17.99 
.17,99 



A600) 

Civilisaiion.., 

Cohort 2 ....... 

CoolWorld 

C.J. In the U.S.A 
Cover Girl Poker 

Crazy Cars} 

Cricket Captain(Nrw Prict-i 17.99 

Cruise For a Corpse 19.99 

Cytmn (New).— -.-2 1 .SO 

D Generation 17,99 

Daily Dwtbte Horse Racing .7,99 

Dulev Thompsons Olympic Challenge 

7.99 

Dart CJuecm of Krynn „.„.„.„.,.„22.99 

l>ath Knights Of Krynn.-, 2 1. .SO 

Delude Sine Poker 2 ,„ 

<t>leghtSFOrfer) ..9.99 

Dizzy Panic (New I ,,„„.„,„7.99 

IJizzy Prince uf The Yolls foLk 

(New I,....., 7,99 

Dojo Dun 17.99 

Double Drag™ 1 or 2 9.99 

Dungeon Masterf 

Chaos Strikes Back 2 1 .541 

□ynablasters 21.54) 

Emlvn Hughes Int Soccer 

.....'.„„.. (New Price) ..„ .7.99 

Epic 21.50 

Euroncaji Super league 

|hah-~~~- 9.99 

EKileid'l'.lSpn-ii)l QfTer) 9,99 

Enodus 3010 (New)... 2LSD 

Eve of The Beholder 21.50 

Eve of The Beholder 2 .( I Meg). 24.99 

Flo Combat Pilot 9.99 

Falcon (NewPrice) 14,99 

Falcon Op CaunterSifik* (Data Disk). 

, 9,99 

Final Whistle „ B.99 

Fire & la 17,99 

Fircfurc* (New) ,,., 17.99 

Flight of thelntruder 

I Vrw Price) 1 4.99 

Flimbu'sC^esJl New-Price > 9.99 

Floor 13 21.50 

Football Director 2 (New Price) ..9.99 
Formula 1 Grand Prix ( Microprose).. .. 

24.99 

Free DC (New) 18.99 

Frontline (CCS.) 17.99 

Fun School 2(Un or 6-8 Of 8+) ... ..7 .99 

Fun School 4 (US of 3-7 of 7-11) 

17.99 



Games hspana '92 21.30 

Gateway frontier 22,99 

Gulden Aae 9.99 

Graham Taylors Soccer ....17.99 

Grand Pri* (Microprose) 24.99 

HagarThc Horrible (New) 17.99 

Hand, of Si James . (New) 21 JO 

Harlequin 17.99 

Harpoon Version 1.21 24,99 

Harpoon Batlleset 3 or4 10.99 

Hoi (Ncwi 17.99 

Human* (New) 21.50 

Ian Bothams Cricket 21.50 

lriVMi;ilii.:.n;il rli;iir:|r.i:ii,.lii|i AtfatetiOl . 

... 7.99 

International Karate, + 7,99 

International Spurts Challenge ...21.50 
Ishar Legend of The Fortress ... .2 1 .50 

Italia 1990 9.99 

llaly l990(Ki3ni 7.99 

Jack, Nicklsus GclflNew Price) ...7.99 

Jack Micklaus 11 nlimiced Courses 

( I mefi}2L.5D 

Jack Nicfclsus, UnlimiKd Clip An 

10.99 

Jack, Nicklaus vol?, or 4 oc 3 10.99 

James Pond , ,,..7,99 

J White's WMind Snooker 2130 

John Barnes" Soccer 17.99 

Inhii Mad^LT.'s Amercin Rfc'tball 

17.99 

Jones In The Fasr LanefNew) ....24.99 

Kaiser (New) 17.99 

Kick Off 2 (I Meg) .....,......„._.„.„. 

(Special Oltrr) 9.99 

Kick Off 2 Giants of Europe 7.99 

Kick Off 2 Winning Tactics 7.99 

Kick Off 2 Kclum To Europe 7.99 

Kick Off 2 The Final Whistle R.99 

Kick Off* (New) 17.99 

Kind words 3 , ,14.99 

Kings Quest 5 ,,-27.99 

Ki:ii:liliiL,i,- 4 Him Hun* .21 Sll 

Knights of ihe Sky 24.99 

Legend + Him Book..,. 21.50 

Leisure Suit Larry 5 24.99 

Lemmings 17.99 

Lemmings Data Disc 13.99 

I .eihaL Weapon (New) 1 7.99 

Link! (team res Harrt Di k Drive 

(New) 24,99 

Links Firestone. (HDK>lew> 12.99 

Liverpool 17.99 

LomhardR.AC Etallv 7.99 

Lords of Chaos (Special Offer) .5.99 

Lotus Espirit .9-99 

Lotus Espirit Turtw Challenge 2 [7.99 

Lure of ihe Temptress 21.50 

Man United .9.99 

Man United Europe 17,99 

'the Manager ,,.,,.,,,21.50 

Maruc Mlnertnol A300or A600 ..7.99 

Match of The Day ..17.99 

Megafortress 2 1 .50 

Megatraveller 2 21 .50 

Microprose Golf 24.99 

Midnight Resistance 7.99 

Monkey Island 2 (Le Chucks: 
Revenge) 25.99 

Motor Head (New) , 10.99 

Mulli Player Sotcer Manager. ..,17 99 

Mm. 7.99 

Mew ikaiand Story 7.99 

No Greater Glorv . (New) 24.99 

Nova 9 (New) 24.99 

Oh No Minn; [ .cniniin £:M Siand 

Alonet 17.99 

Omar Sharif* Bridge 24-99 

PO.ATourGolf 17.99 

PGA courses Data Disc 10,99 

PG.A. Gulf + Coutms Disc 21.50 

Pacific Wands 21.50 

Faint H Create .(New) 17.99 

Paladin 2 (Ntwt 21 .50 

Paperboy 2 (Special UlTrr) 7.99 

Parasol Stars 17.99 

Pinbull Dreams 17.99 

Plan 9 Outer Space{]*rw> 24.99 

Pohcc Quest 1 24.99 

Pool ( Archer Macleans)(New) ..17.99 

Pool i>f DllfclKH,, 22.99 

Populous 9,99 



Populous I Sim City 21.50 

Populous Editor 10.99 

Populous New Worlds 5.99 

Populous 2 (1/2 or (meg) 21.50 

Fuwcrrn anger 2.1-50 

Powermonger Data Diit 10.99 

Premiere 21 JO 

Pro Tennis Tbur 7.99 

Pro Tennis Tour 2 17.99 

Project X 17.99 

Prophecy of the Shadow(Ne»l .22.99 

Puttv (New) .....17,99 

Puiinic 7.99 

R-Tvpe 

Railroad Tycoon 24.1*9 

Ruinbtpw Islands 7.99 

Red Zone 17.99 

Kick Dangerous 2 .„.,.„-„.„».» . „ . , .... , . 

(Sprat, lOffer) 2 99 

Risty Woods .....17.99 

Robocod .17,99 

Robocop 3 ,.17.99 

Robo Sport (New) 2 1 , 50 

Rughv Coach(New Price) 9,99 

Secret Of Monkey Island . 

.™ „ S. 1 Meg ) . 1 7.99 

Secret Of Monkey Island 2 

(1 Meg) 25.99 

Sensible Soccer 92 - 9,1 17.99 

Seymour Goes to Hollywood ,„„-7.99 
Seymour Saves The P[anel.(New)7.99 
Shoot 'Em Up Construction Kit. ..9.99 

Silent Service 1 24.99 

Silly Putty (New) 17.99 

Stan City / Populous 21.50 

Sim City Architecture I 11-99 

Sim City Architecture 2 1 1.99 

Sim Earth (New)..... 27,99 

Slightly Magic (New) .7.99 

Soccer Pinhall 7.99 

Space Crusade 1 7.99 

Stalingrad (CCS.) 17.99 

Steel Fjitnine 21.50 

Steg 7.99 

Steve Davis Snooker 9.99 

Stted lighter! (New) IS.99 

Striker Manag*r{New Prlcel 9.99 

Stunt Car Racer 7 99 

Super Cars ,7.99 

Super Cars 2 9.99 

Sup«f Monaco G.P.(NewPrice)....9.99 

Super Off Road Racer 9.99 

Super Teat* 21 .50 

Switchblade2 .9,99 

Sword of Honour ..(New) ,.17.99 

Team Suzuti 7 94 

Teenage Tunlc,(Speeial <JITcrt...5.5t) 

Test Dri« 2 (Special Offer) 199 

Tetfi* (Special Offer t 9.99 

Thomas D»e Tank Engine ....(New) 

7.99 

Titus The Fon 17.99 

Total fteeaU , 7.99 

Toyota CeliM 7.99 

Tracksuit Martuwr 7.99 

Traders (New) 17.99 

Treasures of The Savage Emptne22.99 

Treble Champions , „ .3.99 

Trivial Pursuit ,13.99 

Turbo Outrun 7,99 

Tunrican 1 or 2 7.99 

TV Sports FootpaHlNot + 

Compatible) 9.99 

Ugh (New) 1 7.99 

Ultima 6 21.30 

Ultimate Golf ..9.99 

Universal Monsters! Ne w) 17.99 

Utopia £ Utopia New Worlds 

(New) 21.50 

Viking (New) 17.99 

Wiuriuisiif Re:c\i)c(New) 21.50 

Win l Cl>i in i milder .(New) 24.99 

WizBd 17.99 

World Champ Boning Manager ...7.99 

World Class LeaJJerboard 7.99 

World Class Rugby 9,99 

World Cricket 7.99 

World Rugby , 7,99 

W.W.F 2 (European Rampage).. 17.99 
Zool (New) 17.99 



THE DREAM TEAM 

The Simpsons, WWP 

Wrestlennajtia, & Terminaior 2 

£17.^9 



BOARD r.KN'II IS 

Scrabble Delude, Deluxe Monopoly, 

Risk &. Clucdo Master Detective 

£21.50 



DIZZY COLLECTION 

Fast Pood, KwLk Siiax. Magicland 

Dijc^y. Fanta-sy World Diizy 

&. Treasure Island Dizzy. 

£17.99 



ttlZXYS EXCELLENT 
ADVENTURE 

SrwIlTxiund Diuy. Bubble Diziv, Dizzy Prince 

of the Yolk Folk, Panic Dizzy & Kwik Snan 

EI7.W 



STRATEGY MASTERS 

Populous, spirit of Excalihur. CI 
Player 2 1 50. HunterA Battlctnastcr 
£21.99 



FANTASTIC WORLDS 

Realms, Pirates, Wonderland, 

Populous, & Mega lo Mania 

£24.99 



SLPERALLSTARS 
Steg, CJ, in tins USA, Captain 

Dynamo, Advcnluires of Robin 
Hood & Miigiclimd Di/V-y 

£17.99 



sijim:hfk;htek 

Pitftghter, WWF Wrestle-mania. &. 

Final Fight 

£17,99 



THFK.T. SMITH 
COMPENDIUM 

Vulcan. Ancient Battles, & Affihem- 

£19.90 



MEUA SPORTS 

Summer Ganies ]& 2. Winter Games 

Games Summer Fdition A 

California. Games 

£17.99 



SOCCER COMPILATION 

Kick Off 2. Giitfa 2, Micropmsc 

Soccer &. F.mlvn Hughes Int. Soccer 

£1799 



3J?" Dwibbe Sided, LJouhlt ' 05 * 

r. •. „-. L r L ■ I0....5.S0 

Dtitsitv \\ ith Lab* s;- 

25.. 2.50 



*0 Piece 3.5 Disc Son *i.99 

SO Piece 3.5 Disc Box ....,7.99 

I K I'i^lc S.5 Disc Bex 9.99 

MCJliShiMAI 2.W* 

A Mlt i A A^l H i J ) IS J (. t > VEK -i ')•> 

AMIf i A AHM) DUST COVER .9.99 

AMKjA U2UB3 EXPANSION 

wn 1 1 OR WITHOUT CLOCK 29.99 



H1MBOOKS 

Bard's Talc I or 2 or 3 5.00 

Eye of The Beholder 7.99 

Eye til" The Beholder .9.99 

Kin.es Qiaesl 1 or 2 or 3 or 4 or 5 8.99 

Knightmarc 5.99 

Leisure SuM Larry 1 or 2 or 3 8.99 

Loom .....5.00 

Might ft Mugit 3 14*99 

Mnrikev Island 5.99 

Monkey Island 2 9.99 

Secret of The Silver Blades 7.99 

Space Quest I or 2 or 3 8.99 

Ultima 7 8.99 

Ultima Underworld 8,99 



ORDER FORM AND INFORMATION 

All onters sent FIRST CLASS subject to availability. Just fill in the coupon and send 
it to SOFTWARE CITY.P.OI. Bos HKB Wolverhampton. WVi |TP 

ORDER FORM 

NAME:.. ...„,..„— .., 

ADDRESS „ - 

POSTCODE,.,,,,-..- -~ ™ - - TEL NO: 



Rime of Game 



Ciimptitvr 



P^ntag 



TOTAL 



Valui 1 



POSTAGE RATES: Please tltd 50p fcf pctU A packing an ill imicn uixIli £S 
EEC tciunuies hid £1 per itf m-Nnti FEiC countries jikl H I'a bra 
PAV1XG &Y CHEQt.n ■ ChajiiK payable B SritwafcCity 
Credit Csri Type Expiry fMre 

CanJNn _ _ 

Sijnilun: _ , -..EUBflPliAN ORDERS, MASTtK CAetlM. 

Hale F.I 'ROTARDS. ACTEPTEIJ THO 12/92 
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COMPETITION 




■ ■ A CRATE OF TOMATO KETCHUP! 

1 (And an A1 200) 




ies of - 



TwcntpJWbies ol 
Bill's TomatoCame to 
placate tMBBHIHRg-upS 




o 



We've gone tomato crazy 
here at The One, and it's all 
the fault of Psygnosis and 
their brilliant puzzler called (rather 
catchily we think) Bill's Tomato 
Game. We just couldn't Stop playing 
the damn thing! In fact, it got so bad 
that none of the issue was getting 
written. So, in desperation David 
(who was the least affected of all of 
us. mainly because he couldn't get 
past even the first level) called Psyg- 
gy and asked them how they were 
weaning their playtesters away from 
its awesomely-addictive powers. 
Their answer? Tomato ketchup - and 
lots of it. Which brings us, in a some- 
what contrived manner, to.- 



THE PRIZE 

So how's about this then, guys n' 
gals? Yes, one oh-so-lueky reader will 
win, courtesy of those top people at 
Psygnosis, a whole crate of scrum- 
de-lum tomato ketchup all for them- 
selves. Just imagine never having to 
suffer the indignity of dry fish fingers 
and chips ever again (well, for quite 
a long time anyway)... Makes you 
feel quite hot and excited, doesn't it? 
Oh, I almost forget - there's also a 
brand-spankEng-new new At 200 for 
the winner as well, which \ suppose 
I'd better tell you about. Actually I'm 
not going to bother with all that 
because Doctor Dave 'Mad Dog 
Butcher' Upehurch (MD) has 



written a fine artide, telling you all 
about the A1200's exciting new fea- 
tures and the like, someway back in 
the issue so if you haven't read it 
already then pop off and do it now 
and then I'll see you after the head- 
ing below. 

WHAT YOU HAVE 
TO DO... 

Well, to tie in with Bill's Tomato 
Game we've come up with a corking 
question which should keep you 
occupied for at least twelve seconds 
or something. All (ALL?) you have to 
do is count up the number of times 
we've mentioned the word 'tomato' 
this issue. That includes the review, 
contents pages, this compo - every- 
where, but it has to be the word 



THE RULES 

This competition is not open 
employees of EMAP Images 
Psygnosis, their 'friends or relatiui 
The competition will close 
December 21st and the winners 
will be notified shortly afterwards. 
The Editor's decision is final and 
correspondence will be enteret 
into. No alternative prices will be 
offered and, while every care is 
taken, EMAP Images cannot be 
held responsible for entries lost or 
damaged in the post. 



'tomato' and no variations on that 
(like tomatoes, tomatotastic, toma- 
to ey or other such non-words that 
we've invented). So that's tomato 
and nothing else, okay. TO-MA i0. 
(Yes, that one does count). 

Once youVe decided on a toma- 



to of a figure, fill in the coupon 
below (or a photocopy if you don't 
want to destroy your precious issue), 
think up a witty answer to the tie- 
breaker and get your entry in by 
December 21st, 0h r and the best of 
British to you. 




*ds. 
red 



Fill in the coupon below and send It to: IT TOOK ME HOURS TO 
COUNT ALL THOSE TOMATOES Compo, THE ONE, Priory Court, 30-32 
Farringdon Lane, London EC1R3AU. 

That was easy! As everybody knows, the number of times the word 
'tomato' appeared in this issue was: '. 

Tie Breaker (to be completed in twelve words or less): 
Look, I really need a crate of tomato ketchup because 

Name: •«•■■ ■ - »■ ■ ,..,...„ 

Address:....., ,« ..................... „...,* ■ ■*■ 

Tomato code:,,.,,. . ,.,......,. ..., 
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S&A 
GA 



Comp 



uler Uu**i$-i £7 



pf* in list 



52 Lancaster Avenue, Kirk Sandall, 
Doncasler, South Yorkshire. DN3 I riG 

Telephone Office: 0302 880081 

Mobile: 0831 233242 
Opening Hours: Mon - Sun 9am to 9pm 

N<i Perianal Callers 

Compilations and many more titles available. 
If not listed bel'ow, ring for detaiisll 




ARSENAL FC _ 

AWARD WMNER5 

AODAM5 FAN1.Y 

ABANDGflDED PLACES 

MR BUS 

MR DUEL 

AIR SUPPORT.. . 

MR WARRIOR 

warn 

*jLitr> L fi 

I',: 

4ii v i it i-. :i 

iikhsoi Pfifv 

CRYPT 

BLUE5 BROTHERS.. .. 

BLUE MAX „_ 

EO'ifi-U': 3KC"HLNS 
CAUI 0RNIA (J. 1 .,",! V 



CRAjYfARK !■ 
CYBtRtON I" 
DEMjNSO* I 



tX r j^Hi*jhkt*ii 



Rr&r^^cHAi™ 



..36.99 LIVbHKKX „ „ , u 

..13.99 LQKL-; 

..17.99 LURhOh THE tHJP 

..lf» MAGIC P0CKF15 




TfiA TRAVELLER I....... 

HE 39SUPE I -i'M KIM 

MONKEY I5LA10 II 

Mjf RQPR05E I ii 

MIGHT bMAQICTr..: 

MYTH 



DOUBLE DPAQOM III "■« 

gW ft 

•-..GAMES 93 

EYE OF BEHOLDER Z [iMj [Sfij « 

EUROPEAN FOO-BALI. CH/WfBN 

F ID- STRIKE EAULfc II Jj' 

FWyJLAONLtjP. 

RUfr SHUN'tV'HSjitOfilWIK}"!: "! 3tt| 



PC and SEG-A names 

aJso auatfafi/e 
:A5ERM7roRD£rAJLS 



lAMBpTIUN.. 

I5H • 

INDlf HLAt, ... .. 
JAGUAR XJJSSf 111 
JAMES I* 

JIWYWHlfESSI.- 
■ ^Apta p lAO 

JOMES IN THE FAST LAKE 

..ArKHCKLAUS(IM].... 

KEKOFF2fl.«K _... 

KB OLOVES'll 

LAZER SQUAD Z 

LEANDER 

LtlSUKtHJlT'LAKRVT.n.s 



^^:: 



FSSJUBS 

> TOUR PLUS 

. iALLD£EA«5lAO| 

PARASOL STARS 

PtTFKiHTER 

"'IGF. OF PERSIA 

'^XBSU(|H5 

iERE(AOj '.'..'. . . 

II lY 

PUSHOVER 

RAiLROVYajurn;.*.- . 

RBiaBASEHALLiAO) 

REALMS '.IMi 

REBBARbr*ll«f 

REE ZONE 
SEUfr THt bftA&Oh 1 1 Hi |AO| . 
■COD . 



Please make cheques/P.Q,s payable to S&A GAMES 

Please write clteq-ue card number on reverse of cheque. Post £ Packinq 
L\ per item cm all UK orders. Add S3 to EEC orriprs. Add £4.50 overseas. 
Most orders despatched within seven days. All item* subject to availability 



SivrrcHELAUL ll . 

:G.9V TFArtYAMtEEl 

19.99 TITUS THE FOX .. .. 

ii.W rHMHUML&l noon 

V-iJ HfOFf 

:■'':' roKL. . - 

IMS ■, SPfflfcfi haSHSaU 

21-28 TRADERS 

afrJB ULTIMA 6 



• 24« ■...II ■ 

■34-13 wwwfESruw: .. 
wirz h : ■ 

W&RI ::■: Hi' HK ■! 

idol 



AFTERBURNER 

ARMlANOtOII 

BAT.MA1 I Hi. wilivll 
rV.iMf". I It"- .-■.! .1 1 

CAUORNIAtiAMtS 
CARRIER COMMAND. 

■ MELI.S.A 



-1.1 K FOIK.. 
DGKH3L1 BHA( 






FIRS1 IHVISIOtt-MANACIER. 
F $ COMBAT I'll r s 
GHOSH 
GAUNTLET II 
HEADCWt* HI ' •■ 

•U 

JAMES fOND... 
JET SET WILLY |AO) .. 
AlUGLOiftS .. 
■ 
■> l J /'J. iat nrs 



OUTRUN 

1'AIC . .. . 

RTYPE. 

RAINBOW N AhtIS 

KUN IHt GAUNT 



•'HLAUL2 .. .. 



SCCKMVDOOESCRAfW 

'HI 

iHAU 

MONACO CP 

SWITCHBLADE 

rURRICAHI .. . 

SPORTS FOOTBALL 

wc leaulrbuaku 

MAHY HOBt A VMIABLE!! 
IAO) . AMIGA OW.V 



iMarne , 

'Address 

i Postcode Tel; , 

Games Model 



Postage 
Total enclosed 



\ 



4W| 

ZOOL <L 

15.99 <C 



^ 



.^|) Construction Kdi E I - 

AiUI_Lin:i Family i I i 

Kdvt niLiK ra •■ I = -. 

arrii if i -l 

Aloitraz 1 1 5 

\\|f)s Profcaiotutl I i i 

Archer Macleans PooJ il^. 

Ar.|iiniic Gimes £15 

BI7 Flying Fortress £21. 

Bandit Kinn 115. 

H«ihi 3 £15 

Black Crypt £15 

Capl ivc &ffi 

Carl Lewis Challenge £15, 

Chitnpkmihip Manager . ,..£13, 

Cisco Heat 

Civilisation il\ 

Cooquesi of The Longhow..ilH. 
Cool Croc Twins.... i 15 

Crazy Cars} i 15 

Cruise for .i ( Orpsc 415 

Dark Queen of Krynn si 2D. 

I Jimi'iImiiihi i '. £12, 

Dizzy s Excellent Adventures... 

a i 

eneration iiJ L J. 

i Jin dlehug ii> 

DopDan i I ■"■• 

Dune, uk 

I 'vi'. i Blasters fclS 

Easy Amos 

Epic : I 5 

KspanH ( i.innv '«>2 

I o i-ininaior £08 

I I : Strike Eagle 2 

iH 

Flarrves of Ffeedom . .. £14 

Formula I Grand Prix £21 

Gobliins £15 

Guy Spy.... £17 

Head to Head., £21 
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Mail order Express Distribution 

3 Barclay Oval, Woodford Green, Essex IG8 OPP 
Call us on 081-559 1704 or 081-504 8377 7 days 8,30am 10pm 



owl 

sJ SILLY / 
?V I'll IV 



Heimdill £13.99 

Heart o( China J.21 99 

Hook .£14.99 

Humans ^IB.99 

lahai .. £18.99 

Kick Off 2 , £09.99 

Kin|(s quest 5 .£18.99 

Knights of the Skv 

l..murX|220 *11.99 

[ire Power £15.99 

Kick Off 2 £9.99 

Knights of the Sky ....£21.99 

Leisure Siut Larry 5 i22.99 

LcmnungK Twin Pack £18.9^ 

[inekef Collection r. .£13-99 

Links £22 

Links Bountiful £1399 

Links Firestone £13 '>'■' 

Lotus 3 £1 

Lotus Turbo chal kengc J . 1 1 3- 99 

Lure of the TemptKSi £19-99 

May Contpibuion £13-99 

Megalorrlania £1 I '■'" 

Mcga-sporis £15.99 

Monkey Ihkmu £15.99 

Monkey Island 2 S22-99 

i Mansell Formula I ...-£18.99 

Nova 9 £22.99 

I'.u irk Islands iJl ' l '> 

Parasol Stars £1 i.99 

Player Manager £09-99 

PoilceQuesi 3 £22.99 

Populous 2 .. A17.99 



Ponls fjr I )n rk ness £20 99 

Premiere £18.99 

Prince of Persia £10.99 

Prf> Tennis V(Hir 2 £1*3.99 

Pushover £14,99 

Putty ,..-£15-99 

Quest & Gkuy £17.99 

P+P < Jn All Softwan Onlv £1.00 



Quest I os Glory 2 £25-99 

Realms- £10-99 

Red Zone £.15.99 

Risky Woods £15-99 

RoJli'ntjHonny £11 99 

Sensible & iccei £15.99 

Shadow of The Beast 3 . . . £1 S.99 

Shuttle , £22.99 

Special Forces £2 1 .99 

Striker ..£15.99 

Supremacy ..J£10.99 

Tennis Cup 2 £1599 

Thundohawk £12.99 

in- rheFcffl £9.99 

rhe Manager. £17.99 

LTtopia ' £11.99 

Utopia Data Disk £0999 

VikSigs £1599 

Vioom i 1599 

VroomData Disk £1399 

Wizkid £1599 

Zool £15.99 

HU1K.ET TITLES 

'. I ■• £07.99 

A.T.F.2 £07.99 

DISC £05.99 

FIG PILOT £07.99 

FALCON ■■■ I -■"•' 

FALCON MISSION! £08.99 

FALCON MISSION 2 £06.99 

BUY ALL THREE 

FALCON PACKS £2599 

FINAL COMMAN F> £05-99 

JUPITER MASTKRDRIV1' . £05 99 

M4 SHERMAN £05 99 

MYSTICAL £07.99 

NORTH AND SOUTH £05.99 

i. ..pi RATION COMBAT, .£07,99 
PANZA KICK BOXING,, .£05.99 

STREETFIGHTER £05.99 

•■ PA1 LEX , £05.99 
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DISKS 


25 


11.30 


50 


20.50 


100 


36.90 


200 


68.95 


300 


103.45 


500 


lfi7.50 



1 



3V 2 



»» 



■ Mil HI KSII)KI>, DOUBLE DENSITY 

All Disks corrtt- Willi labels P+p included 
DISK BOXES 



3,5 inch 20 capacity' 


1.50 




50p 


3.9 Inch 1 00 capacity 


4.75 




£1.00 


150 Capacity Pos*n 


13-49 




£2.00 


3,5 Itwfa 250 Capacity 


22.99 




£3.00 


ACCESSORIES 




P+P 


/•■... 1 .. External Drive 




: (7,99 


£3-00 


ZydecZy-] i Speakers 




1-99 


£300 


Zydec Handy Scanner 




£92.99 


£300 


Zydec Virus Protectof 






i^P 


Alfa Data Trackefball 




£22.99 


£2.00 


Alfa Data Crystal Trjckerball 




£32.99 


£2.i;h' 


Alfa Da la Megainausf 




£15-99 


£1.50 


1 j meg Upgrade w/docb 




£21 95 


£1.00 


1 1 inch Monitor Stand 




£9.99 


.vl 50 


Mouse Pockets 




i I 1 5 


25p 


Mouse Mats 




'..1 99 


25p 


• • 




i 1 MM 


25p 


1 leaning Klta 




\\ i5 


25p 
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At last the 
definitive guide to 
PC games written 
by PC enthusiasts 
for PC gamers. 





Written by Robin Matthews 
and Paul Rigby. 

Available through all 
bookshops and 
distributed for Sigma 
Press by John Wiley 
& Sons Ltd., 
Baffin* Lane, 
Chichester, 
W. Sussex 
POI9 IUD. 











This unique guide 
runs to over 300 
pages and has a 
Foreword by 
Amstrad's Alan 
Sugar. In it, you will 
find - 

* Reviews of more than 2000 
games divided by genre. It's 
easy to reference all kinds of 
games from Flight Sims to Beat 
'em up, GPGs to Motoring 
racing. 

* Special CD-ROM Section 

* Special Education Section 

* Only £12,95 + £1 towards post 
and packaging 
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BEAT THE BOOKIES!!! 




COMPUTER A RACE* 
El 4.99 

iieculive edition ficbdes ix Master 
Chsk. 1* Copy. Improved hlauiual. 
Wallei. Labels and update oKer. 



"Amazod at the predictions.. .Never had so many 

winners..." CR+ LTsar Mr B (Worthing; 

"Brilliant.. .Helped ma to beat the bookies!" CR+ 

User Mf W (Herts) * 

"Unbeatable value and unrivaled accuracy." 
Features include: Flat and National Hdnt impuis. Racs 
review, Bet Selector. Help and information screens.. 
Flat '92 Version Now Available! 
latest flat tips incilude: NASHVILLE BLUES (won a! 
14/1), LOCHSONG (won at 4/1 & 10/1), an-d many 
more, (As advertised in 'The Sporting Life'J. 
"Standard Version also available for £9,99 (Disk 
Manual) 

BETTING FOR PROFIT IS BETTING FOR FUN! 
Order Now! 

Cheques/PO payable to H AND I SOFT 

(Mail Order ONLY) 

HandisoH, 37 Hearsall Lane, Spon End. 

Coventry CV5 6HF 



SOFT! 

WE BUY AND SELL ALL 
TYPES OF SECONDHAND GAMES 

HUNDREDS Of TITLES IN STOCK FROM OLD TO NEW E.G.:- 

RISKY WOODS, MONKEY ISLAND 2, ETC 

Phone Between Write to: SOFTSWAP 

6pm - 1 pm Weekdays ^^^ P.O. BOX 1 24 

^ 0732 872261 <Sp* WEST MAW NG 



KENTME19 5RN 





DEAD 
OR 

ALIVE 



CASH 
PRIZES 

USE YOUR 

VOICE] 

4 1 TO 
^ QUTDFMW 
THE 
GUN 
FIGHTER 



JMHBMEB 
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Can You 

KILL 

Trie 

ALIENS 

For * 

i * 

• 

CASH 



(ff:^ PRIZES 



242012EEIE242014 



£Jtt Al <^ Tirol. W^Pfi Bra fc I; I mCdchi^^fo I* Ch^ 
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:-i , l,.v. Iv 1. 1 THAT'S IMF. BEST 15 P.O. GAMES FOR THE PRICF OF 7! 
We ho-* retied and selected the FASTEST. LOUDEST, HARDEST. FUNNIEST P.O. aamei [ including 
Megabdl,Q6 K, Microbes, MTsule Command, InvodBrs, Taiw, Dofnndo, Drip! ond otf*rs linlo one wicked 

action packed bunrJc 

The Best of P,D, games 

ORDER NOW 

QnlyOrtJW POilcd befeft Tim, 1 sf December 1 992 are Eligible for line speed price of £6.vy From lit 

Dec.lfie price ij £6. 99. AH orders rBcehred by Saturday 5th December will be deipolthed I* re«h yttu ( UK 

EIRE Only I in time for QVislmas 

OOWUTE SM &t ACTION GLIAM.NTEED 

All dbfa ore VIRUS FREE. All games are A5CO/5CO+/*00 tompoNble. Some require 1Mb, 

HOW TO ORDER 

Simply send a cheats ry pond ordV for £4 99 ( or CB.99 | payable to "BITBLASTEflS" to the addreit 

below. ( p&p included. Orders of mora man on* topy plefli* include. 50f> P+P for eflch e»lrg copy J 

BITBLA5TERS, 9GLENVALE CRESCENT NEWRV, CO DOWN, N. IRELAND, BT 35 SBX 




SOCCER 
SUPREMO 



A iV INTERNA TIQNA L MA NA CEMENT GA ME 

Yl-I Ili'.-i l-.iii'Nnul i;i;i II. : ;'-.i has Icafill S|e hard WBJ Jail tin ill nil in;: .in iii|,.i 

naumul squad ii j vbij JiltL'iii ii hillc^inK id club inaiugenienl. 

Every mulch v- a cup-Ik Jind every lejm -w:k\1 i™ Jind reniH i* pitted upaTl 

hy a voracious pre**, Ihi -1 pr^s-jin; In succeed is iiiL"njLlihk ! . 

Sflccsr Su|trem» puts vlhj m charge iif a European luulcHial iiuuad preparing 

for lhe Europem Nations Cup yu,iti Tien.. ¥*hi hureiin initial torn yen oortsd 

I lull may K? l*^Il'iilIl\I LHb hi»; HireiMhi yi?uirs. nr ruilLii.'L'Ll M lw*'\ as LIk rt'sulls cIil 

i, ill- i iili'II Iv nptwd ili qujliiy 1 1 n Lhe Flub, itiL-n inn up a Aon ajainit tlh- 

ht'st liLirdfioiin Kiims. Bu1 Lhin \a jissl prcpafuiwsn forthf big LirwThf Wnrtd 

Cup! 

t'll>lHHIliialinr1. Mil' ; t uili alluw yikj iLlliili- Liu- I iii.,|-.-. ..I I V i mi 

LhiHXL' mikI >(m will Ik alhx'aled ,m inilijl scpadof lAjdMjKai. Ylij ljii inlm- 
Jik;l' ii l'uril»t;r M phycts, niiikin; ^1) ill all, whine name* iind '(kill* ( hm rml 
k'YL'hl Wm eaiMklini: ynSLMSttf, ThtSt pla;.Li\ ai.. - inlinilij.'i'Ll I'lailuaJK a. 1 , ytMj 
ili-..,.',..i iIil- W«akncase« b ynui .quiid iiikI hImi Ili L'lauk' (hi- lukniLL nl 'nkillh 

llul n»iikh YLKir Hyk el'pluY. The <>rij;ina3 \(> players nun be defined in lhe 
iamw n-jiy iisfcn-5 llie B[>1T pmgnim ( fret wilh 1lhc giime i if ytv wisb ns wtD M 
llu- Liaius lhal will male "p the >.tfif*i i^i I n ir. 



In ihe tradilkmal numhcr-jugjluisj aacset iiLLitkigemeini game wing-bmrkv. 
,.'ih, formalkwa, styles. iiK-nu:orr. ar best, cosmetic, :j wobI . iwm 
■■'■ ■:!■ ■■■>. T7l« MllkH"; niidth simulaliuii jit ibe luiilfl of Socwr ^upnc-niu 
rcKitirtK J\ tfit-st.- and mope, allttwinf genuine cimlrL^I ■■■. .. i U mi perfor- 
iiiLicite. I i n'. in. ihi tii rhe Msiial leetJljLiL-li tin, your ce;im. Ms aetih tiikrws 
nbsiitkms, i.iiiic.il poaiDjaiwl dun^s LiitJ wtsrkraie instnictfotutc individ' 
uul pJiiyeni which ili'.'u intlukence (he tknw of Lhe imiiuli. The increesed ruaj- 
isllli ami CCBOwl Iran^iiimm Llu.- supreme, but (.'hildif.ll, gJimcplaj-Lil ihe K»- 
dii '■n. il .L-'jiiK- iniii aaQmrwIsivesiinulattofi.. 



3D. 22 MAN MATCH DISPLAY 

L'tmLinunti^ dl^plaj 01 

QV'LL/AJT/MID/DEF POSSESSION Ol STATS. 

I N D PL A Y I : K ACTI V1T Y ST ATS . 

PUAYER PA11GUE /FITNESS STA l S. STATE-OF-THE- 

GAMP INFORMATION 

PL A YER- W I T H -TH R- B ALL I NPORM ATI ON 

IN MATCH TACTICAL MOVES 

SUBSTITLTIONS 

PfJSITIONAL CHANGES 

OVERALL WORKRATE 

IlND. PLAYER WORKRATE 
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HEAD COACH 
V3 



'In nil my pi mil of view , lire j;iinu- Urn, kepi lire >,illLiij> up ill niuliK 
lliroil£|l hulkhiy, juii wn'kindv Tnr up In 12 Imiii-, al a ilnlch, wilh 

imni j nil- IjrL'iifci far I'mud mid nlJier utcesMlks.. Il in a Ljame I have mi 

bt">ivialMni in rieiiiniiLeiKlinL! In aimine with even the Jljiliim,! intert'sl In 

Amcrii^ti Fin,lh-ill".\l \U\ I Si lt> 



ill \ .1 has Iiclii ill >l rfbtd n> (lii- IliM jl ,iiin/ i l l.-r 1,1111 

■nttil ( iimi|fll[l i ". Il Ls liwj luinpli'le Anierkun I imth ill j , 

uiulii -I'nsiiri i|ii, witii ihi i,-n lu-hl slralet^e otHMBtt of tkenai 
HiiiiHr VlHI will call lire plays, deviw thr ^imepljn» and ilrvflrqi 
lire taim. 

IJst thr flervt waviin 1 2 pn-^tunon i*unm, Iff rejiuimr scii'hiii 
Kihiils. and [he jiliiy -nlTsHu dwrnvi-f vivur^S imin mjii,iiI nl p\uS • 
trit Thru i-t|ilni1 lire i nl It- te draft Id impriMe line h-mii nnd 
is|i.uid Linn miiiu jilai luliinllhi uTi best the M'J. uin 1hr>i« 
*\ ■ in i 

^i VrfniiH nl stui> art: lit jilLihti- lnlntp yiiu f« jitdgt jiiur plaitri 
«lld kin IS? [H'rliiriilyliii'.s. 

I'll-, its. v ill h^l' Hurt teiirrns will fiidf la piaytr will last atmui <• 
MtttM), hnl ><ili will stay mild ralwlll 




Tel Sales: 
0438 721936 






NKXTDAY 
DELIVERY 



POSTAL SALES 

The Midnight Oil 

lXp.i THO 

18, Hazelmere Roud, 

Stevenage SG2 8RX 

2j*3 days delivery 



Fk'iise supply: 

HC D1V I 



ss 



AMIGA U J □ 

£19.95 119.95 £19.95 

Compatible with ALL Amigu including 

the AJIXS'lus nod AfiOO 

SS Dtiid D1V ] require cotour 

iliimil(ir/TV. 
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TIPS 




Welcome to the first of the slightly-new-look Kill Zone. 
It's been absorbed into the main magazine so it's no 
longer a pull-out, sadly. But there's no reason to get 
depressed, J cos this month there are some starter tips 
for Zool, the beginning of a guide to Putty, copious 
Wizkid hints and the conclusion of the definitive Eye 
of the Beholder 2 solution, plus the usual plethora of 
Snip Tips and Dr David's Games Surgery. Isn't it good 
to know that, even though some things may change, 
the Kill Zone still kicks the butt of every other tips 
section around? 



Number One in the 
charts and no sign of 
stopping... If ever a 
game was crying out 
to be tipped, it's this 
one. So here are 
some, courtesy of 
Gremlin. 

* On the first level, use the spinning 
power jump on the small Chupa Chup 
logos - this will give you loads of 
goodies. 

•■ Try bitting the bottom of the brown 

walls, as they sometimes lead to hid- 
den rooms. 

* If you have one, use an autofire joy- 
stick on the end-of-level baddies. But 
DON'T use it for general play, as you 
should try to use the spin as much as 

. possible whde jumping. Oh, and it's 
no use bidding in the bottom-right 
corner when the Level One baddy 
comes on ■ you have to shoot him 
from the front. 




* On Level Two, use the slide-kick to 
kill the drums, as they're too tough to 
be affected by bullets, 



* There is a secret shoot- 'em -up level 
hidden on Stage 2.1. Keep jumping 

into walls which look Me dead ends 
until you are transported into the 
secret world. 



• 



* All through the second level you II 
find music keyboards. Find the music 
sheets on which sgme notes appear, 
then try playing these notes on one 
of the keyboards This is the only way 
to exit from Stage 2.2 

* Alternatively, try playing this tune 
on the first keyboard you find - GREV, 
WHITE, BLACK, BROWN, GREEN Vou 

should recognise the tune when you 
play it. 

■ Try your spinning jump on the 
amplifier speakers, for bads of good- 



■ On Level 1.3 keep walking right 
from the start point until you come to 
a wall. Punch this to open the gate to 
the secret Gamesmaster bonus room. 
BUT! You can only access this once 
the time has ticked down to below 
50, 
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TIPS 



Squelch, squelch, squelch! Look out - Putty's coming through! If you're having trouble 
with the little blob from Putty Moon, then you'll love these guides from System 3, show- 
ing you the locations of all the various bonuses and hints on how to tackle the bad guys! 



I AAA THE POW 



SCORE GEMS 

Award big, big 
bonuses. 

C :.U! •.•■■ in 

1000. SOW 

and 10,000 
point flavours 



u (S 




DUSTBIN 



Replenishes 
Putty's pliabih 
ty. 




Allow* Putty 

to carry up to 
four robot* at 
a time. Very 
handy. 



FALSE TEETH 

Civt?s Putty the 
power to 
destroy certain 
special nasties 




MINI ELEVATOR 

A second exit, 
so you don't 
have to cart 
the robots to 
the bottom of 
the screen. 



MINI ELE 

H 



PUTTY MOON 



LEVEL 1 



LEVEL 2 



LEVEL 3 






H 
P 
1 



100 



m GOUNCING TOADSTOOL 
You can take out the Toadstools in a variety of 
ways, including straightforward squashing or 
absorbing. However, the best thing to do is give 
them a hefty thwack with Putty's fist ■ this pro- 
du<es a points-heavy bab! 

(2) TERMINATOR CARROT 
Nasty! This vicious vegetable is one of the deadli- 
est enemies you'll encounter on Putty Moon Duck 
his bullets by melting - eventually the recoil from 
hi* gun will push him off the platform? 

(3) SPIDER 
Spiders are very poisonous so avoid them at 
L i all costs. 



(4) SEPTIC SNAIL 

Punch it, absorb it or squash it - whatever you do 
get rid of it! If you don't, it'll slime all over you! 

(5) CUSTARD MAN 

Although a rather ugly-looking beggar, a quick 
sock in the jaw will soon reveal his true form - a 
puny little Spleenoid! These feeble little critters 
should be squashed before it reverts to its normal 
form. 

(6) BARREL 

Not loaded with beer and nice stuff, sadly. Oh no, 
these kegs are packed full of high-power explosives 
which go fcaboom on contact. Best advice? Steer 
well clear. 



(7) GREEN KAMIKAZE CHICKLETS 

These birdies flutter about wildly and will explode 

if the/ knock into you. They can be absorbed, but 
it's not easy to do. 

(8)BIGGLESTHE WASP 

Although not a big danger in itself (it's actually a 
bit of a sweety), the wasp will rain bombs down in 
your vicinity and these, as with the real thing, 
should be avoided, 

m SPACE KID 

The Kid flies around, in an attempt to find a place 
to land next to Putty so that he can slash him with 
his sword. A well-timed punch will soon see him 

flying back into the sky. 







DWEEZIL POWER 

Makes Putty 
invulnerable 
for a short peri- 
od of time. 




BUBBLECUM 

Allows Putty to 
inflate and 
explode four 
times w-ithout 
losing any plia- 
bility. 




UNCLE TED 

Freezes the 
nasties for a 

^hort period of 
time 




INSTANT UP/ DOWN 

Whisks Putty to 
the top/bot- 
tom of the 
screen in a 

flash. 




EXTRA TIME 

Er, gives Putty 
extra time. 




DAZZLEDAZE VILLAS 



LEVEL 1 



LEVEL 2 



LEVEL 3 
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(1) BAKED BEANS 

Nasty little devils, these, which explode on contact 
with you. Squash them, 

(2) SCOUSE SAUSAGE 

This pugilistic Frankfurter fatty is highly danger- 
ous and there's no easy way to kill him. Find the 
False Teeth power-up, however, and he should he 
no problem. 

(3) GUN-POWDER MONKEY 

Avoid his flying bails {wa-hey!) and take him out 
with a sharp punch. 

(4) BACCY- CHEWING GOBLIN 

Pump up Putty next to the Goblin's window. When 



Putty explodes he'll blow the green nasty indoors 
once and for all. 

(5) BIG YELLOW GOBLIN 

What a faker! This Goblin may look big n' tough 
but he's iml full of hqt air - one punch will knock 
the wind out of him. Then, when he's feeling all 
deflated, jump on him to squash him. 

{6) FLYING HAG 

Avoid this nasty old witch's missiles as best you 



(8) SMALL RED GOBLINS 

Squash 'em or punch 'em, either will liquidate 'em. 

{9) SNOT GOBLINS 

Avoid his bogies a* all costs. Although you may 
want to exact your revenge after being hit by his 
nose-pickings, you can't kill him unless you've 
found the False Teeth power -up. 

(10> DAZZLE DAZE 

Aaaaaiiiieeel I Run away? Run away! 



(7) SPINNING FRIED EGG (1 1) 1 6-TON WEIGHT 

This is the Putty world's equivalent of a landmine Take care when you're walking underneath t hi' 

so step to it, not on it. as it can fall at any time. 
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. Use the coin in the machine in 
the Gent's toilets to access the 
secret cave network. (Don't over- 
look the invisible door). 

• Buy ALL the objects you can 
afford you never know what you 
might need. 

Try buying stars - you can 

make a quick profit, as they give 
you extra money 

• You can't finish the Graveyard 
level properly unless you die. You 
must kill yourself by using the 
tiles on the hidden screens. 

• Using the Ladies toilets will 

clear the blockage in the volcano 
for your future exploration. (It 



could lead to a whole new 
dimension). 

• On the Pirate Ship level, the 
shields on the boat are split into 
two sections The three nearer 
the ship's head control the face 
on the end of the figurehead,, 
arid the three to the rear of the 
ship activate the head function in 
other ways. Remember to wear 
sunglasses if you want to see the 
tight. 

• Don't shoot anything but the 
mother eyeball on the Wizball 
level for a bumper harvest of 
Wizeroid ships, at the end of the 
game. 

• If, on Mount Wizirnanjaro, you 
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Sensible Software's wacky arcade opus is just ripe for some 
tips, we reckon. So we kept pestering the game's main man Jon 
Hare on the phone until he did some for us. And here they are - 

but be warned that they're as i 

twisted as the game! 



have two Of four lives left then 
you can walk through the lava 

flow unharmed. There you will 



an extra surprise,., 

• Try finishing alt nine Scrabble 
screens for a mega bonus 



tree screen, pluck the cross from 

the top of the church spire and 
land again, without going to 
Level Six 

• In the Sensible Softpawn shop, 
try to swap the objects displayed 
by giving lain the Gown what he 
asks for in the speech bubble. 
Use the lucky dip to find some of 
the objects he wants. You must 
leave this screen with the match, 
shovel, cross and all the dia- 
monds. And you shouldn't leave 
until lam is off his rocker. 

• Try getting behind the eyeballs 
on the Wizball level - it's a good 
way to avoid being hit. 

• You must have at least EIGHT 
kittens to beat Zark in the boat 



race back to his castle. 

• With four diamonds and a can 



you can unlock your way to 
untold wealth... 

• Before you use the cannon in 
the circus, try to make a hole in 

the nnriium IVflii npupr knnuu 



what strange things might live 
under podiums.,.) The hungry 
mouse might help you with this, 
but you'll have to kill him first. 

• When you are inside Dog Girl's 
mouth, be sure to jump up and 
down on the bunkbed, just in 
case a yellow diamond appears 
on the carpet. 

• Don't always pick up the kit- 
tens when you are just a head - 
make sure you have thoroughly 
explored the level first. 

• Pick up ad the money from 
completing a tune for a Super 
Wi2 Bonus. 

• Aiming tiles upwards and diag- 
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onally is the best way to kill r 
aliens if the tiles and aliens are 
both plentiful 



• On certain levels, when you 
wish to pick up the kitten in head 
mode, collecting bubbles and 
tunes will only prolong your 
agony as you will have to com- 
plete that screen <jgain. If a level 
is fully explored and you want to 
get your kitten through tile-bash- 
ing, then make sure you leave all 
colour bubbles well alone. 
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AZURE TOWER LEVEL 



This is a pretty desolate level and not too large 
either Keep an eye out for an illusionary wall in the 
large room. There's also a mirrored shield to be 
found. 



AZURE TOWER LEVEL 



(A) Dispel Magic spells are needed to remove the 

illusionary walls and should be cast on these stat- 
ues, 

(B) The wizard here will give one character enough 
experience to rise by one level. I waited until my 
mage had juit gained a level and then went back, 
[Q The Soul gem is here. 

(D) The Body gem is here, 

(E) The Heart gem is here. 

(F) The carving in the wall requires three gems to 
atlivate the nearby door. 

(G) This Buletle drops a key when stain. 

(H) The moving wall can be got past by stepping 
onto a pad nearest the wall and throwing two 
objects onto the pad at the opposite side of the 
room. The party should now able to get through 
as the wall will have moved to 'block' the fallen 
items. 

(I) The Eye of Talon is needed and can be found by 
completing the challenge at location Q, 
(J) This, lock requires a Crystal key. 
(K) To collect the Amulet of Life you must pull down 
the left-hand and middle switches and then press 
the button, 

(L) To seal the pit, you must place an object on the 
pressure pad. This ts done by throwing a weapon at 
the moving Basilisk when it is on the pad. If you hit 
it, it should drop. 

(M) From here onwards there are numerous pres- 
sure pads around that activate fireball launchers. 
Needless to say that it is a good idea to save your 
position often and try to remember which pads acti- 
vate which fireballs. 
(N) A Shell key lies here. 
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Transparent 
wall 



(O) The Crimson key here opens the locked door on 

Level 2 of the Temple 

(P) A mirrored shield is here. 

{Q} The mouth here issues a challenge to the party 

where no speU books or holy symbols can betaken 

Mote: If you open a mage or cleric menu and then 

drop the object the menu still stays up, allowing 

you to use the spells. 



(R) The Wall of Souls does 4S points of damage to 

each party member before you can pass, so have 
some healing- potions ready. 
(S) The Eye of Talon is the party's reward for defeat- 
ing the Daemon. 

<J) A mirrored shield lies here. 



NA! 



BASILISKS 

While not serious- : 
ly damaging In 
their physical 
attacks, these possess a petrifying 
gaze that turns your characters to 
stone. Mirrored shields provide 
extra protection against attacks. 
The magic dust, you'll find earlier 
in the game is 'Stone to Flesh' 
V powder and has obvious uses. 



BULETTES 

While they may not look like 
much of a threat, these are a seri- 
ous danger, Their bites can do in 
excess of 60 points of damage, 
meaning instant death for many 
characters! . 

Make sure 

your SAVE d i^t 

game is . _ 

handy. 



GREATER 
DAEMONS 

The-se guys 
are pretty 
tough, and 

""'•• " seem 

immune to Cold attacks and 
Lightning Bolts. They also seem 
very hard to hit, so spells that 
improve your physical attacks 
aire needed, 



■ 



SERVANTS 

As is the norm 



nasties, they do serious da ma 
with their attacks and are fair) 
difficult to hit 

MEDUSAE 

Although not that 
tough they too 
possess a petrify- 
ing gaze that can 
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Take heart noUe adventurers, KhaJid 'Archmage' Howladar has returned with 
the information needed to defeat the foul heathen scum Dran Draggore. Read 
closely and keep your weapons at the ready if you wish to prevail. 



AZURE TOWER LEVEL 



(A) Through this teleporter lies a Shell 
key. 

(B) Guardian Daemons are here and 
one drops a Crystal key once slain. 
CO Here lies a mirrored shield. 

(D) There is no way to get past the sigil 
without taking damage, and prepare 
for Daemons once past 

(E) The objects can he reached by 
either dodging the fireballs or striking 
them with another object such as 
magic missile, these however must be 
carefully timed. However, don't take 
all the objects or you'll feel the heat. 

(F) Note the secret button. 

(G> The pressure pad here launches 

fireballs down the corridor so make 

sure you move into the alcove. The 

fireballs also harm the attacking 

Daemons, so it can be quite useful. 

(H) Here lies the Starfire Sceptre which 

creates a magical shield and is used as 

a key. 

{I) Here lies a mirrored shield. 

{J} Here lies a mirrored shield and 

Jhona's Cloak of Protection. 

(K) The party should receive a message 

from Khelban, but beware! Mot all is 

as it seems. . , 

(L) The pressure pads here can be 

depressed in sin combinations, There 

are six pads behind the barriers and 

there are two teleporters. Can you 

guess what you have to do? Basically 

with each combination you must 

throw an object through the active 



tele porter (only one appears at any 
time}, this then lands on one of the 
pads behind the barriers. Repeat this 
for all the combinations and with the 



sixth the exit should open. els below. So best to save it at fairly 

(M) This pits are extremely tedious due regular intervals, 

to the fact that if you lall through, the (N) Here lies a Ring of Feather Fall and 

game has access the disk for the lev- a Crystal key. 
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DARKAflOON 



wizards 

quite power- 

and can seri- 

ly injure the 

ty with Lightning Bolt's and 
Fireballs, Fight them in a large 
area where you can dodge their 

Ms and then attack them. 



Not a serious problem, ^ 

although they do have 

a flame-breath attack 

which can prove troublesome for 

an unprepared party. 



SALAMANDERS 

These hot-blooded 
attackers are quite fast 
and they can be a dan- 
ger when they attack in 
large numbers. 



And you thought 
Beholders were bad, 
These oxtopoid nas- 
ties possess psychic 
mind blasts There is no defence 
against these and they can paral- 
yse multiple characters. Hopefully 
you should have two clerics with 
Remove Paralysis spells standing 
by. I'm not sure but if you rest 
they seem to regenerate, so it's 
best to try and hill as many as 



DRAN DRAGGORE 

This is.the head honcho, big Cheese, 
numero uno and boy is he bad! 
Packed with every spell available 

along with some serious Burning 
hands he ss deadly in both ranged and 
melee combat. If you want to see this 
guy you have to get here for yourself. 
My advice is to get in there and kick 
ass while continually moving to 
dodge his attacks. 
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(A) The pa fly should have six mirrored shields by 

now and they are needed to pass into the 

Labyrinth of the Medusae. 

{B) A Tooth key lies here. 

{C) A stone dagger lies here. 

■(D) To exit the room the Medusae must be (.rapped 

on the pads to open the door. Hold 

Monster/Person spells are essential, as they can 

open doors. 

{E) The Hilt of Talon is here. 

(F) Note the secret button. A Tooth key is needed 

at the end of the corridor. 

{G} Search everything, who knows what you'll find, 

The only way out is down the pit. 

ILLUSION ARV. 
MOVEABLE WALL 
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FROST GIANT PRISON LEVEL 
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Basically this level consists of pitfalls 
and Frost Giants (Save posi- 
t ion often). The pitfalls are very ' 
annoying but basically you must 
learn the pattern and move 
while they are dosed. 

(A) Here is the Frost King. He ■ 
possesses the Tongue of Talon. 

(B) Here is a portal that leads to 
the catacombs. This is the way 
out of the level. 
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'CRIMSON TOWER LEVEL 2, 



(A) Watch oul for Mind Flayers; they nuke your 
mind quickei than, you c*n say "Jack Daniels", 

(B) The -crystal ball will reveal many things, unfor- 
tunately it can't be taken with you. 

(O The niches require spells of Dispel Magic to 
produce items. 

1,0} Here lies a former servant of Dran, and hi is 
not looking too healthy. 



V, 



a 




L mm 


■ cl-J If 

■ cMDiafeflfl 


^Hj "ii 

1 ! ■ p» Jr^-}»- 





CRIMSON TOWER LEVEL 1 



To access this level you must return to the 

Temple Level 2 and use the Crimson key you 

should now have in your possession, 

{A) There are two teleporters near here and 

they are deactivated by this switch. 

{B) There are two teleporters near here and 

they are deactivated by this switch. 

{C)The niche here converts any item into a 

Sphere of Fire. A few of these are needed 

later. The mage around here drops a Crimson 

ring when slain. 

(D) The banner here is worth searching. 

(E) Do not put the Sticky paper in your hands 
or you will lose the use of that hand. This is 
used at location F. 

(F) The party will never be able to caUh up 
with the moving rings. The sticky paper found 
earlier can be used to hold the rings down. 
(Gj A coin is here. 

(H) Within the illuiionary lies a fair amount of 
booty, including + J Plate Mail. + 2 Robe and 
a coin. 

(I) The walls in this place continually move and 
shift in an apparently random fashion, and is 
difficult to map. Basically keep trying to reach 
each corner until all four have been visited. 
U) A Frost Giant is here. 
IK) Here you meet up with an old friend 
|L) Here is another Frost Giant. 
{M.) Watch out for the tel'e porter here. 
(N) The red disks can be used to remove the 
Walls of Force To do this they must be aligned 
in the same direction. Alternatively just use a 
Disintegrate spell. 

(O) Spheres of Fire must be placed in the nich- 
es This then allows the party to reach the next 
level. 
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TIPS 



Our Snip Tips just keep on getting bigger and 
better. Who needs a load of cut-out cheats and 
a crap mag when you can have quality with a 
capital 'CV and 'UALITY'? Mot me, that's for 
sure and I suspect you feel the same way too so 
let's, as they say, 'press on'. 



BART SIMPSON 
VS THE SPACE 

MUTANTS 

Kixx 

Let's begin with a couple of cheats 
for the budget re-release of this 
Simpson offering, To skip levels type 
EAT MY SHORTS and to obtain infi- 
nite lives, type the Bart-inspired COW- 
AfJUNGA. And don't forget those 
spaces! 
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HOI 

tiollyware 

Hooray for Hoi (Staples, Hostel, 

Prtlletb, etc, etc, etc - regular readers 
will know what I'm on about) and 
hooray for these cheats courtesy of 
Caroline Spain from Parkstone. 

To play the later levels you should 
do the following; On the levels-access 
screen, place the LVL mouse pointer 
in the far bottom right of the green 
quarter screen {two pixels an the 
pointer should be hanging over the 
edge to the right}. Click the left mouse 



button and move the pointer to the 
extreme top left of the screen (as far 
as you can go) click the mouse button 
once again and you'll be able to select 
any of the first four levels.. 



TRODDLERS 
Storm 

Having problems with Storm's excel- 
lent puiiler? Then worry no longer 
as we've go>t some level codes espe- 
cially for you (there'll be more next 
month). Eyes down, look in... 

I BUILDIT 

1 NO SWEAT 

3 PYRAMID 

4 CLEAROUT 

5 SPHINX 

8 QUARTET 
T CENTERIN 

8 REDOEMS 

9 CROSSED 

10 SKiPA ROUND 
I I PACKED UP 

1 2 PILLARS 

11 BZZZZX 

1 4 FIVEROWS 
If TIGHTIME 

16 EASYTONE 

17 TWOTRIBES 

1 8 DONTMIX 

19 HELPMEOUT 
28 MEANONES 

21 NOPROBLEMS 

22 TREASURES 

23 STOREROOM 




24 UPANDDOWN 

25 TECHNO 

28 ONEONEONE 

27 SIXROOMS 

28 THETOWER 

29 GOFOHHEAHT 

30 NEWTHING 



PARASOL 



v v 
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STARS 

Ocean 

If you're still struggling with Sub and 
Bob's third arcade outing then help 
is at hand from Stan Evans who lives 
in Moordown. He suggests that after 
typing CYMlX during the game you 
should try one or more of the fol- 



lowing: 

Extra Credits. 

Die (I). 

Skip to the next level. 

Bonus Screen. 
I Get all three stars. 

Go to the final stage. 

Kill all nasties. 
I -7 Skip to that stage. 
F l -F l o Skip to that icvci. 



UGH! 

Play Byte 

A few level codes to get you started 
on thus prehistonk arcade game. More 
next month 
I FREISCHTIEL 



SELBSTLAEUFER 
HENNARREGGL 
PFANNEHEISS 
SO I C HGOMBASEPP 
PFUNDHACKFLEISCH 
DOGODDERDEIG 
SPAMSPAMBEAN 
SNSPAM 
' SEMPRINI 

10 PROFHJGUMUY 

1 1 CONFESS 

12 MITTERMEIER 

11 DIESCHNICKIANGST 

1 4 INTERSTI NGPEOPLE 

15 INSURANCESKETCH 
18 rrSHEARTS 

17 ARTHURTWOSHEDS 

18 H ARO LDTHESH EEP 

19 PKASSOONBICYCLE 

20 SPANISHINQUISITION 

21 LUIGIVEEKCOTTI 

12 JIMMYBUSSARD 

21 KENCLEANAIRSYSTEM 

24 jOHANNEAMBOOLPUTTY 

25 TRAINSPOTTING 



TIPS 



SWITCHBLADE 2 



i 

If you're perplexed toy this budget 
release then perplex no more because 
there's a cheat whkh will allow access 
to the higher levels. Now, if you'll 
gather round we'll let you know. 
Right, what you have to do is type 
LE VEln (where n is the number of the 
level you want to play} on the title 
screen. Easy, n'est pas? 



ESPANA J 92 

Ocean 

The following tip should enable you 
to train your athlete so well you'll be 
going for gold better than Henry 
Kelly, Put your athlete in training for 
three hours and then move the date 
back to the 18th. Change the train- 
ing time back to one hour and your 
athlete will be 95 per cent fit before 
you can say "PJease could you repeat 
that question in my own language to 
stop giving the British players an 
unfair advantage"- 



RISKY WOODS 



Electronic Arts 

This fantastic hack-'n-slash may be 

presenting you with a few problems 

so how about a few cheats, then? 

Press the following keys for some 

groovy feat u res: - 

F I Increases your Lif ef orce. 

Fl Increases your Cash, 

Fl Skip onto the next stage. 



STEG THE SLUG 

Code masters 

Phew, I bet you've had enough of all 
this level code laugh, haven't you? 
Well only one more set to go so let's 
get on with it... 

1 RDNUHCCMCU 

] EDOUTIOCKO 

4 HDPFUVLCCM 

5 ODQMFUVLCCM 

6 MEBHETPIAC 

7 LECGLDTRHK 
NEDGFLDVRL 

9 OEFVHAGHLV 

10 PEGTTHIGLD 



Q 
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tOBOCOD 

mil 1 1 c n n i u m 

Here's a cheat for this classic plat- 
form, game which will be of help to 
older gamers as well as the gamers 
who have recently discovered it on 
compilation. Type LITTLE MERMAID 
during play and press the following 
keys for various cheaty effects :- 
F Ghre Robocod some wings, 
p Give Robocod the plane. 
B Give Robocod the bath. 
C Give Robocod the car. 
X Go straight to the exit, 

(Note; Not: all keys will work on every 
level, sorry.) 



CO 
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TIPS 




GAMES SURGERY 



J 



Doctor David Upchurch's patients are increasing by the bucketload. It 
may be something to do with the Government closing all the hospitals 
or something but he's not complaining. Oh no, Dr Dave relishes in stress 
and feels at his peek when rushed off his feet. Of course, this has noth- 
ing to do with the performance-related pay he receives - it's amazing 
how much pop a couple of extra ill people will pay for. Will the first 
punter, er patient, please step forward... 



Dear Doe Upchurch, 
1 write to you in desperation This 
very emba raising rash has 
appeared in the most unusual place 
and it seems to have been brought 
orv by not being able to get past 
the Dragon on the 1st level of 
Cadaver (ha ha I hear you cry). 

Please, please, please let me 
know how to kill it as I have been 
unable to show myself i n pub tie for 
three months now. 

Yours cross-fingered ly, 
Tim Nash, Chatham. 

Hmm, people Hike you slightly worry 
me. First you've developed the say- 
ing-please-thrice disease which most 
people seem to contract when writ- 
ing to magazines (it really doesn't 
matter how polite you are) and also 
you state that you are mine ' cross- 
fingered ly', How did you manage to 
write the letter, then? 

Anyway the solution to your prob- 
lem is fairly straightforward and you 
should be right as rain in a few hours. 
When in the Sitting Room go and 
search the slot. A token should fall 
out. You should then drop the Slime 
Creature (which you found in the Bar) 
who will go and collect it for you, 
When he returns, pick him up and 
search and the Token wilt fall out- 
Pick Up the token and insert it into 
the slot. Drop the Slime Creature who 
will then go and fight the monster 
for you. Both creatures will die and 
stop any fireballs that are produced. 



Dear Doc, 

j am having a nervous breakdown 
on Midnight Resistance and I can't 
get any further past a certain 
point. Have you got any cheats? 
Chris Reed, Cornwall. 

Precise and to the point, just the way 

I like it. Yes, is the answer. What you 

need to do is type ITSEASYWHENY- 

OUKMOWHOW on the title screen. 



You should now have infinite lives 

and credits and will be able to use 

the following keys:- 

F1 Normal Rifle 

F2 Full Auto 

F3 Three Way 

F4 Shotgun 



Dear Doctor, 

I have had Operation Thunderbolt 
for well over a year now and I can't 
even reach the high-score table! 
Pathetic, isn't it? Please could you 
give me some tips on the game at 
all the other tips involve getting 
onto the high-score table. 

Yours pathetically, 
Lee Sligs. Morpeth, 

Ah, I see, the old Thunderbolt condi- 
tion? I thought that most children 
we're vaccinated against this at 
school but you must have escaped 
the net (or sneaked off because yoy 
were scared), Stilt, help's what Cm 
here for so let's dea3 with it 

Hit the following keys in sequence 
to have the laser sight throughout 
the game FB, F7, FS, FS r F4, F3, F8 
and then either Fl three times for the 
one- player game or F2 three times 
for the two -player game. This aid 
should enable you to progress to the 
high-score table where you should 
enter WIGAN NINJA for all sorts of 
benefits. Oh, and by the way, yes it 
is pathetic, „ 



Dear Doctor Upchurch, 
I recently purchased a second-hand 
Amiga 500 and with it came The 
Great Giana Sisters. Unfortunately 
I'm having a tittle bother with it and 
could do with a stiff dose of cheat- 
ing. Please help me. 

Peter Eaty, Penge. 

Well, Peter. Unfortunately I'm afraid 
that you've Ofity got yourself to 
blame for this little problem. You see. 
The Great Giana Sisters was a game 
which was never released due to its 
remarka ble similarity to a wet l-known 
plumber-type game and as such the 
version you have is a nasty littte eom- 



plaint called a 'pirate copy'. The eas- 
iest way to cure this problem is by 
taking a 5ml dose of a medicine 

called 'formatting-the-disk'. 



Dear Doctor Uppers, 
Please help me with The Secret of 
Monkey Island. I know that I have 
to rescue the prisoner from the jail 
but I've hunted high and low for 
the key but I cannot find it any- 
where! If you help me I'll be your 
bestest friend and promise to feed 
you whiskey whenever you desire. 
Phillip Stone, Charm inster. 

Well, Phil, I'll help you because I'm a 
bloody great bloke and not because 
of the whiskey offer at all (lit see you 
m the City Pride, central London 
whenever's convenient). I'm afraid 
you're on comptetely the wrong 
track. You do not need s key at all - 
you have to dissolve the lock with the 
highly corrosive Grog Collect a load 
of empty mugs from the bar and 
pour some Grog into one of the 
mugs and make your way swiftly 
towards the jail. As the Grog begins 
to mert each mug, pour it into anoth- 
er mug to stop it from draining away. 
When you reach the prisioner, USE 
the Grog on the lock and you should 
find that you can open the door 
without any problems. 



Dear Doc Upchurch, 
I recently picked up the excellent 
Unreal from a bargain bucket in my 
local computer store, t'm having a 
bit of bother with it, though, and 
would be grateful if you could pub- 
lish a cheat or something, Please 
help me otherwise I'll go insane, 
my old frog chips mug telly chops 
(oh dear, it's already Started J. 

David Toms, Christchurch. 

Ahhflh, quick otherwise it may be too 
late to save you and you'll end up j 
gibbering idiot forever. Take it nice 

and easy and type ZvmolEG exactly 
as it is written and you should find 
the cheat mode is activated, Let me 
know how you get on. 




Dear Great Dr Upchurch, 
I was wondering whether you have 
any cheats for Captain Planet and 
Xenon 2. t have been playing both 
these games for a long long time 
now as they were my first two 
games. Please could you help me as 
they are both really annoying me. 
Flai Farooq. Halifax. 

Dear Great Fiaz, you may have 
noticed that I cured somebody with 
the Xenon 2 chest last issue and 
you' It be pleased to know that he's 
doing rather weil. I'm hoping he'll be 
weaned off medication shortly and 
that he'll be able to return home to 
his wife and kids sometime next 
month. You know, it's always rather 
satisfying watching patients recover 
from... oh. sorry I drifted off slightly 
there (hie!). Erm, where were we? 
The cheat for Captain (hie!) Planet is 
really rather crafty Load the game as 
normal and on the Level Selection 
Screen stick a copy of Captive in the 
disk drive. Press FIRE and when the 
(hict) screen says 'disk error', re-insert 
the Captain Planet disk and proceed 
with the cheat active. Swing low, 
sweet chariot, come for to carry rne... 
No, nurse, I have not been drinking. 
How dare you accuse me of (hie!) 
such a th(uom!) ... 



Sorry everybody, tin 
Doctor's had to rush home 
to deal with a family 
problem or something and 
to the surgery is now 
closed. If you have an ail- 
ment which you think the 
Doc can deal with whan 
he's sober enough please 
describe the symptoms 
and «and them to: Dr 
David Upchurch MP, 
Came* Surgery, TH1 ONB, 
Priory Court. 30*93 
Farringdon Lane, London, 
■CIR iAU. Please don't 
ring the Doctor up a* a 
paragraph of incoherent 
drunken abuse is enough 
to put anyone off of the 
medical profusion. 



__i-. 



cncCi 



LP% A ,4-fc. MM WITH EVERY 

—PACK ^yfj&i 



Siha are pleased m otter THE Sotfcare Pa* of ™ ''ear S REE -it- evey A**«ji 
pf [fiiseti, 41 ixludes the secaawpal new lire iOCL nHn* 'as nacewed m* 
ravens as n* moal unyral game «ier ae- or At Angi 
IDOL KiKidiS »la J«M * &nc ■ - 9?^ . *»#» C#m*v- H*W 
STRIKER -Fwitjaier cr fit Year ■ and no HisfaHe . " ■ B*A ■ &'*•# - Ju* V 
"IN&ALL [fiEAMS ■ "|r E . ijjlB Hinpty Superb-" - H% - «LY -S* ia 
THANSWHITl ■ -T^liei wars prceassor |UK BftBOfl) wrltl 1 9DK ipal 0(1*4* 
Pkn, ntn every Armga ircm Sua. ■* ■! g*vc vou Photon Plan { part Pacaaga 
ai« GF A Bum; prngramrmnj Sngueja; * Intel ot own £265 »wTr J <•»» 0*1 



ZOOL PACK: 

IDa ■ jUObmiMd r* vttr E25.H 

ETFHIKER-WOWMmlBWfl £25.(9 

pihieJkicw&iMs-pi^jiiimtijiiDn es» 

rc-AHEWOITE ™-Jpixi!»_. E4DJ6 

PLUS! 

3C* BASIC vJS ■ praorpnmij Unjjt}* HO CO 
f'HCTCNF-MfrS-iJiiHiSa**}* 08.96 




500600 

FROM SILICA SYSTEMS 

PLUS! 

PHOTON PAINT 2 

AND GFA BASIC 

/fa*/* . I 

WORTH OVER 



AMIGA 500 Plus CARTOON CLASSICS 




PACK WCUUEWt: 


» '• WWW n.U5 


IHK 


tEMtrh la 3AWE 


SWE 


■ ASI iH Ur.HU.AIIP 


im 


■ THE 3WHWS ... 


HI 


M hjuOESK. 


inn 


Mimi 


Oi» 


• DQJIKI HIH 1 . 


'.IB 


PIL5! FREE FPO» E4JCA 


■ POO, MOC 


[IP« 


■ nonw fvwt us. 


■Hi 


■ flfil BAH *1S LiJ* 
•IftWUlL bi 


i AttrSIHMl 


on* 



We ere pleased to otter Ute 
ariijinai 1Mb A™ga WO 
Rus {KimsrartWorkaefct' 
•CO 1 !), indwling X butl-ir 
1 fl+ey numeric Ttaypso and 
CnrKmn Classes satr»w» 
an ire unbealaua price of 
oily £599 Thrt Amua .500 
Plus can Da upgraded, 
usng any a 1 Tw hurdrad* 
o* penptiBrafc fial are now 
jrjffllaLJe whch inctjda mu 
**an.1 wrartn, rang* nt 
QVP hard aWa. QYP 

penpho'jli rar pb)o 
pwida PC emuielion, 
addeonel RAM einpansiofi, 
rxwossgr accninraim and 
ertre nam drive storage 
spw?- fif* is *«> i "0" 
ranoe of sxparBwna wtacti 
Ohm It* ASOO Plug high* 
resjoiont and more cotou* 
am j&vockns i^aolilBi 



in «» iub liPsoaH Classics 

£299 

MC VAT ■ AMC 05a¥ 



600 




NEW! AMIGA 600 PACKS 



IrWLD, WBHO * WICKED EPIC 'HARD OWE' PACK 



E-F-tfc; 




■ it iVid. Tne Wsiid and The WAcktd iWi'jWi is. iih 
Nile o* CuinriCHlJie a najw *n«ja £00 cjunu ikk* 
Priced ac £343, n semes ioiriileie wttS Aimifi HW 
i^npuMf and rrui.se flui a range of mjh qwiwy 
erneriflimeni sattwaie FtM pack 
oonwrrs pini b iibi a\ Tie FiHEE 
wtta Iron suci «nr e^iv Ai-infra 
40U. see Ihs cteK ;n ire nr/il 



■T^ *- . lnF . ........ 

£349 



Th* new Amiaa 600 
uses slare-aMne-a 1 -: surface 
rnDum ted-"olanj tor mauofniffn 
reliability and rMlLrlH * 3V Asppy dnv*. 
rriousB, TV nxiduialor and stnwl etrd *a »« h 
standard. Tn« mnortSv* mfit card sW accepts games 
KOM or RAM cards rfrcm TUb up lc «Mtj.| and will lake 
advamago ef many -future rw« dkBWtqpmente The wary 
talest Merman of The operating system, KicsSianV 
Worebench v2.C5 is used in The *r™g)i 900 ana its 
enhanced Chip S* ae#t>BS «XJu» «Tpr QM t<i graphics 
lesoMioa inertasad ganoc* suppon and the facility fv up to 

2Mb at chip memory Th* Amiga 600 is fciKy mfnoalible with Ike 
Afj70 CO-ROW Owe and Interface nhdi wl gpe it accSH tfl a M 

■ange of CDTV bWs and audio CD* Tfw Amiga 600 i* anailat* 
"r-LWi Siliea in S«v«ral eanligui'at>ons> inctudmg ■ Speotf 2Ub RAM 
upgrade oplional es'ra - see Ihe chart below. 



MM i LEMMtNGS * DPMNi til 

£299 



AMIGA 600 COMPUTER OPTIO 




fhe ABCC will- 



F-h tne r»re semus user ffa 

Pa» ra haaed i-ojro the AEOoHL 

iOMh na/D rjive It includes chelengirkj aoVenlure 

names and software \o> the trqusncallh' ininad! 

Delaria are stain cm the char on 

ire ngnl along «m a leu ol the 

FFfEE gits Irom Since *itli avriri' 

Arnga Sid pumnarseo 



• 'k WW 590 r MOOSE. 3»' Ml ?i* "' Mod jatf ir^r gird Mul 

* :»• H*hD OlSK - Viiy tt£ nun dsragi lor progniro tnU iiU 

* OCLJU p*IHT i ■ ■ *»ira wnwia fV<<t » _ m inifiiw HOmd 

• . I-MM.HC-.5 ii.r lit LarwnmB n the* iraf ln)a ' U* Ki«n of oiihki 

* MlCTLiF'lljiE iiHAHO PRHB»tti|iS>«iir.4l itinnrlU 4 sfxls oTlln lr*l 
» SftJLV PUTty - Tn* pklvaj JirjcH n*n» or iwwsjf ptnrfBnty 

* kiSh Over . * Djmc oi pud™ liuiG i An im Com Curry'jauSrtit? 

• EPIC- * Sci-* HWh'i' C»" ysv gudt ) Hem nwt «7«u me my lyfitm? 

■ H|>Mfc: Your qajj ^ U tMC'Omi Imotro 1 it Kin rat piiinog »owo1uir 

* MYTH ■ i«i .«u iiup r« ip-Mo •:' (>■ i"<! rjj«ii»'. It lodjwurfl d Tin ffsdi? 

■ TRWI*I ="(,H5UI1 i-Iagaii 1-«j«j"Tiui qoj jamKor !rc*i>gi 
« w2RCPflH^aC*.0iCTiCB>Ai|Y.^sia>ga^iFare(aiiisrJ«o^>ra 

« I VEtR Oil SITS WJkHRUITY 
nLUS.1 . FACE fftOM SILICA 

• ECOL PACK Hi.' 1K *™oj rJIW !»t p*M Hum 

« PtiCOh PA*iT u *f iff ptEmnvTH iwmniui muni t jmcHI mwt 

• 5F# BJisc tirm=HI-"-H iHH A angiugf ipr jrnjnrnmtrs rrljlUvife 



NO 
HARD 
DRIVE 



ST7S.1W 

cw. a* 



C1Z7.V2 

1'jiJ 00 



TOTAL fACK VALUZ- 
LgSjEI PACK SAVING 

S/ZJC4 Pfl/C£. 



«T3,H 

C3T4.B4 



£299 



2 RAM 



*C45 



WWW PACK 

Ez».n 

rTSIMi 

1.1* -fr 
E2S.3S1 
ClS.ttS 



C1ZT.92 

t!)0.0U 



C7U.I1 

E3S5BZ 



£349 



+C45 



20Mb 
HARD 
DRIVE 



E239.99 

c2*a.oo 



£t4LH 
f Ifl H 
E2B.OS 

/ 

S 

ntJJN 
fasBi 

L-jO 00 



«ra,«2 

1:473. HZ 



£499 



ALL PRICES INCLUDE VAT - DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 



SILICA SYSTEMS OFFER YOU 



• FREE OVERNIGHT DELIVERY- On all Iwdwaje Orf»r$ $hpp*d in ItiB UK mainland 

• f£CHfVrC4t. SUPPORT HELPLINE. Team oheodniral eiperts *l ytogi *«^i« 

• PRICE MATCH-- We normally maloti comsentors an a "Same product - Same pries' bass. 

• ESTABLISHED tj YEARS. P'over 1raxK raoard m orolE£Min& oornpule' sales. 

• £12 UILHON TURNOVER (vtith 60 slBtt): Sc*d, mfabte and prnlil atle. 

• BUSINESS t EDUCATION 4 EOl/CONMrNT- Vtlurrnj (hsmjunts WflilsiOIr) W1-3U 0M». 

• SHOWROOMS DemonsUBbHi and training fact I ihes at out LpiyJon {L $iatup branch** 

• THE FULL. STOCK RANGE; All 01 your requirHTflntB from one supplier. 

• FREE CATALQ&LtES- Will Lwrn*il«d r^you mtfi offers * software and penplwral owaat. 

• PAYMENT: Major crarjt cards, casn cheque or nuninlf itrnis 

Htt\nrc, nu oecde when lO buy ■BUI new Annga COihpuieu me lug^BSI ynu Ihrm vary unHiay abaUl 
yVNERE ynu bin; ri Conner what it win ue uke a new Tenths alter huymg yaur Amiga', »*6fi you may 
require addnionaj perpherulii ui i>ullviMie, !>■ hdp and -.iclmr.r with y^gr na>w puixhase. AnS will the 
r:rnipnr.y ygg ouy hom coptaa yOu wnr QJEKdHS 01 run rJifldLtla? Al SiiLa Syslnms, we msLra Dial you 
*ail 'ia» rmtiing :■::■ wwry «6cmi We tia^a been Biwtii&hed lor rUmoal 1* fears and with am unrnralled 
experience and ejusenrse weoan now cxtim id mMi uurcusiinmgirs. require men rs wttfi an unoarEtBixtricj 
wriich is second w none Bui CkMl't just take Our word K> (. CCHfiplBlF aid return D-w Louprxi nuw lar cur 
■dlyal P ^CE 'iruraturaanu begin Id exp&ionca rhf-^ac4 Syelgrfn* Sendee" 



MAIL ORDER; U 

'.^rtfli L*a*# '"l|i»V US'- '"in' l 1 :itaum-H ItOfni 

LOFtPON SHOP: 

Q^ar«B HUaf Ilflft5ai I 3uiffVfl Mpffi 



i> Maws, HUheriey Rd. Sdtup. Klirf, DAU OH Tat: OBI 3W 1111 
hH Ua Pighi rjfMH Fu Na H1 3C« 3fl0t 



LONDON SHOP 

LHafyi .Him Mv.Fri t.Jlm--J ttHjn LSI daw E 3Dfm> 



5? Tffltenhaffl Court AHd. LOffllm. W1P OBA Til: 171 -SM MM 
ua ua wgii Para fm n» PTi-aa UW 



SeWmljB huRMi: Ortord Stresi notion, W1* 1AB Til: <?1-«2I 12» 

ni»a»E3Tan« Ual rteW thmaw ■ ton EOnsr »'< 



Laai rtprt TrHnaaf ■ 1pm 



SIDCUP SHOP: 1-4 The Mem. ftuherley Rd, rklcup, Kan; MU JO* Tat: SBi-302 HSii 

Qoaant wm m-,Eji t.naam.5 33pn Laai Haft FiBay ■ T v~ 'ifit ni-]» epir 

ESSEX SHOP K>rj(hei (H Fietvl High Sired Soulheml-on-iH. Emct. SSI HA Til; 07UW24M 

Cii»w^ rtftjn MafrFn VSW-l,adMiii5M>Lii4iTitLi^rii i<. m uttfn aywa m Ho: BUB — 



To: Silica Syslamt cmtAM-iJ9e>-f30, H Tl» Maws, Hatfi»rl*y ftfl, Sldcwp, Kant, DAl^ 4C«P| 



I 



PLEASE SEND A 64 PAGE AMIGA COLOUR CATALOGUE 



Mrrtora/MissjMs. Initials Sun-iame 

Company name (if applicable}: , 



I 



MAIL. ORDER HOTLINE 

081-309 1111 



SILICA 
SYSTEMS 



E 



„„„„„,„,„„ , POttDOdflC ...r..... n ..r.... 

Tel ^Mon»>: , .„™„ ■ ...., TiH [W0*J; , , -„ 

WTiich OTn-m#l*r(i4) f If «ny, do ytx> ff ^fi? . .. , ■,.,.,., -.-i^ ,.,. 



aoQ 



*-~— 



-*— 



DIAL - A - TIP 

Cheats, Tips, and Game Solutions 



CHEATS GALORE 

(l» l )l 10 1 234 

MEGATIP GAMESLINE 

OB9 I 445 987 

AMIGA GAMKSTIPS 

4)89 I 445 786 

AMIGA HOTLINE 

U891 445 985 

SHADOW OF THE BEAST 1 AND II 

BARBARIAN II SOLUTION 

089 1 442 U22 
FIRST SAMLRAI HELPLINE 

0891 445 926 

MAG 14 ] POL KETS/RO BLAND 

SOLUTION 

<>89l 44 5 92 8 

COMPUTER FUNLINE 

U891 445 799 

WHIZ/, Kll> COMPUTER OL1Z 

OK9I lOl 255 

FOR INKOKMATIOIN ON ALL OUK 

HELPLINES 

<*891 445 904 

ALL LINES UPDATED WEEKLY 
PROPRIETOR:- Jacqulire Wright, P.O. Be* 17 AehtDn-Undw- Lyme 
Cells co si 36p par mkn el 'cheap rila' tnd *Up per min 41 Oilier limes 
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0BM9 

f-H Krt 1 '"t 
1 1 * utfl 2 IriH 



utilities 

i'1-l \.|l S-;i :-i i I ; 1 1 1 PC Amip Inttfcf 
Uffl \M 11 ■■■ HH 1)1 K -unit talln* 
VtfM DBR LABti. ULSIGNI B 
LKll I OPTI tl U II ll-J Ll ♦ liR- M(«l*fe 
LKllJ LABtl. K^Sk viut ibubaw 
LKIIJ TEXTPUISVHAJfctitebi;-. m% 
Lllllj LUSK 5AI V4l.il: 1 ms»t;i li b> 
L1III6 KEHHtVIISI.ILIIU.St|;inil 
Ulllt. NUKE VII.* vimsfcillii 
Lllfiv NEW SCPhK K.II J.tHi -nil il 1 
I, i ji FRTJfnjH rUUTlES icunuiii 
U427. W0R1L>DM A HANK V2.1*«k|» 
(MSI AM t Ml.J A JiW 'Va.U t jn* 

U»Q . *hm H AKfl VI ' -■. ■'!>■'■• 

U034AI |*A(il'.M:l It.KCkjpAn iSi-f 
LOW AMIhAM: HH.UII t (\oi\Jj\itmt 
LOt I LXJS 11I--L.P 1 1 LI fclp 
UW2 IVPNLi iLTtlk t imrnntl nM 
LIW.1 fWIHiiiKJhALLX'iiH VJJS 
LHl-l-l lASSfcTE I.1ULLLER* umJ 
Ijim PIKJI..M*I.UK.TOK.*htital]' 
HI*) HKSIS.UISK. 1 1 iinrri.Hih 
III1V.1 AMIijA MSRCOflES i->«-ii:ul 
In- Si MbtSl'LLI ♦ WUOwwJt 
In. k .:1 SHADE LbMUV4 II 111- 

I H J SI. I'lJiUUPtlKVJIII t«**S 

IHBI KimS< hmdraKd nsr--. 
(HJ7J CHJUMHEflONTS 1* <d u 
L07* MUI.I1 Hl-Aitkt mi)ii |jl«n 

I I 1 I'lltlLIHt |UIiI>1l|]|i(>'ii:: 

UOJB DOS CWtRQLi DRnid 
Wit Itmi'llllUKi (!%«iini!rt'ii.< 
1XBI ADOCl AimuiulpuliliLji 
LWU \'\it 1 1 KM kl.K v 2 u i-*mul 
L„i-.i i. J. K I ■: h ■'-, II W I MILS t pm 
LWib HUSOX") V fcTLCfwr 
UM7 WELL CHK ICY I .it ihm 
i wa ■■ i srenm y LMl I.ATI* 
UOBSTEYI t.SlilML. Vi IH nimpk»>if" 
U09I FISHLAI YI.-2WBJ .JauKi* 
i i -i mil i rOQLS 'ptxM^p 
U093 BK'.S VI lUt lum iiiliu tiMlm 
i USJ inik'i'.l 12+ WiV nc inini 

Ltf" ummikKwi.si* n**wnM 
low loutrtALHomeAjcoxirm* 

,...-. Ill SWESSCAJUUKSKiWK* 

:. 11.11 -'..Mil ■'.. IflMUAt* 



I hi; ANWATtON S-TUBK>« ImvL 
I tik. BHOEHt Hnip|[ iJviilw 

i.v 'll I ill \.K^ ihrlirJniiulliif 
UI4 C|Sltl*AiCAZI*IEtTIEATOB* 
bMUUTOftSC QHPBA nOW 
I H7 Willlil SINtiS It I'll-KH. 
I Hi MAIiMI H I'^L.l-i i ■' 
UI?J TAI JtlNG COLOUSINIjBOCmXi 
UIB A4JEHEtVi.iaBiitl"li PEE" 
UIM KHIMSKCALlf L'MIMIIhD- 
UIW Pf I'ASK- ^'It 1 -' i '" ,l1 

U I4C ah(j v i mi jiiiiiiik'.l rtauetta 

U|4| VIIMrllHI. Sh ll«l\|)IM(li 
lil<1 t'AIDKII -IIA"! -•■' ■" euowu" 
LI 4* S0NKAWtAHaEHW3*>t 
LIJ7 DIKbl \Ok'l <)\*. S UhMDi 
|||4$ AMIUALtk- ».iidi-i nilii> 
I. ■.!! K (itLAPllDtNL>*iJiJ» ipsr^h 

MQSTIIA t"H". Il-Kuiililj 
. .-, W OUCti . ■■ •■:■ 
UlM SAnHACK tHUlUK n>-liiK pvn:. 
tll» IfcttMV!: WtJJiui.inuiiL'Jiiun 
UIJJ iOUM V?4- JnLjiLHwr 
UlU LE XAt. UN 1 i .nil .L-ifJikr 
UIW WSIt HUNT v;h lit HImI [insilrr 
lilhO Ht^AH-HM H ' i IL--ip< Imt 
Lllhli'lbS HfOKtVilLlNALf MANUAL 
IJIb? HJNTU! PHIVKRX LUHir,£ bUr 
L.lliK iVHJJRAPHtJI -tflicdiluf 

1 1 .• i gar/n vs.o w tH 1*4* w»l.s 

l.'l'J2 HlJWtJlfLAYtJI VI.HI 
LH7 1 ^llt]SS MAZh V | |lj*irtiAWiiri 
UI7! 4HAt*L:t>iAIT!R*lviv: di-.mii 
U I J4 HflASt. II VS*t iljlnfc*J- I 
UIT7 |K.fc!iTKM.txtoif Hl'^M'I'i i 
LUTj ItXlftUMjCi WBJ W ip+"«i 
LHs) l(j ItJiniK t k*l run v*» tt 
UIBIMKJ TVl*APHH'i " 
Ult>4i'|Kt \l-i- ■ I vi Si 

AM Ma. I ION 

41.11 IU,I:.I K- 

m i; MWiuNCHAlK* 

ADIVia AtiATHON ANLMKAfltlbh. 

WIM Nt.*IEKl!l 

AiJil« SL'ANNEK WiKUIHi iJ.i 

«jj siAJintfch 

AuSt kAHjhttS^MIMALIHN IM 



Utfjl 1(12 

i-i Oiuton < iiKt- 

(i.iU'sltt'Jtll 

I'vilt: & V^'eiir 

SifcLOMLl/. 

Tel; 091 ■UKjKii 



DBM06 

[Dlf ItfHIENa h msii>- iiLMUmo 

• Vi (It'tKlft I kiwi WMlieraa 
IJjJI AlrHAOMKiAt -H-.I r- ilhun 
im.': VHITALitt wrrhi'ii-M~ 

Ij.U, iMjlAhAIUL]SUIti^iii(4taii 

• COVS3EY IM^Kbiuillnii 

GAMES 

CUU C,AMKSUI«tHl.AllON Jt 

tMH ii*.MIiS<<.IMt11.AjluNi* 

L^JUC JIQAI*J ■ 

GOUT IDHliAKOI I . 

GOOHrfcXPt 

GOIH BAUJIlNACV-t 

OU2I HVKFHK.M.I I 

■ 

■Hi 1 ! I II .< H I i ■ 

O0B7 IHI II MALIIINtt 
(.BlJ'J illk\A*t 

(hi iii Kir«i *Ak- 

iiirl MAIUS ADVENTURt* 

(HIM llii.\MII>:ls. 

film hll JjBLiSTtJit 

i.i - DlrtXJMAtV* 

IH1W4II |1M UAMbS 111 ii™L> l.alt 

UQH> IMklittH* 

M^i I ■. I ■■• • 

MiJ'H KWLI. 

PLAVI H mh I EHLEAOl I i 
O055 CKA^.YSUL 
OUSb MiHHI-IA ICHALLBNI I 

■ . . I . 
■:.;m CRtfTOWN&i 

DtJA VU 

DIJAVI I II IM |-|I^IH»AHl:IN 
^kHk^^J'* 1. 1 KHI-MIl l;f luWSK 
W6DEIAVU DISKS t).«. 
KHKD USH 
WESIlU'li IHLLAniSTHIiHIJI'KMV 
OUK I HHKAkV iLit>K»7!lhl tmtH AS 
I lI'll.KAvS iMp * LMSK 

T-BAG 

AU I KM. DISKS WSTOCX NOW 

CATALOGUE 

7Sp liiiliid.:- |UHtft uilIiLk» 



HKia:<i 

I -j DISKS— £1.25 

i-U DISKS -..-Wp 

at* iiishi jiV 



ptjKiAiit: 

nXOHLUHM TOP 

M kopi nm 

1VIIKI.L1 fJ«t 



HLIW 1(1 UJttl^W. flu.i-i' ni.ui: cImiutj » ijih. IwifcLth 
cjfd uuuibt'l iif ftibJiil isriicn. |mvAtik" in UkIuiS rL> 

..ichiil I M l],i^ ^iik i*4 v. 
t - AS(H>tJA«H tuiniJUililif lh= NmnlHi 01 dl^ 
WHl = Ihh c«ll|(rilll is LTlltjf *BJ <» I- I'llljiulllik- 



ilt.lTAI. TALKS 
UUMINhSM HACK ] * ( iiiiIjiii^ S JiOi'. 
Ill SIN] SSPACK 2t A lurtlxi S dist> 
DISKUTLLlTltJi KM K 1 1 J. •.m-.uii i- --ilnt.- 
DISK U'l ILIllkS PALfc 2 A luillui 5 distl 

HUNTS I ■'.('K 1+ Clu ii^ Idliki 

CI .IP AH I FM-'tL 1+ OmEiims :*•■.!■ -t- 
GAMI SPACK I- Sdiilo MfUfPn 
(JAMCS h'.M'K 2* S Onln ■ Id tuiiw^ 



W.9J 

t4^ 
L4.US 



DKMOS 



I UNTIES 



U.I.I Si, Mil: IKlWilH 
151 ItHUAlM JlAhKKAl 
^ I K ■ I Al WDHU3S 

i i|i| \M ■( i- IllikSi 
Kl.[>M«AKl'i. 1 |3lShS> 
DKVIlJSLXJLm K!> 
<.H.AI'l-.v|N|..'tClJIStti|i 
A I Hit 1 HIM VKS 
lbll.Lll.il I Ml i. V DIM'.' 

M \KK. MkfJADfiMO 

t I'li I il- Ml t 
ini'NulHHAMMtk .' 
Mil HJjLXM kll Nl I 
|i| M Kt H vil 
rOTAL ktCOUNl 
I . -.M IMLH. 

^11 1 \ 111 I 

mill L.I MtOADfcMO I 

|i.Wk\l» WI.L.AUtMU 
I p, I \|| I . VDI Ml) 

i Mi., il i. I \|i k> l*S»J 
/I i i Ml i -.Id Mi i 
IlitNUMI NA lii.MLf 
MI'.NIAI. HAMU-tsLK 

iMIIk.-w 2 

IKI iMil.l (illiAULMlJ 
t ATM UK J I 

Uitkl UUtMOS 2 
I \\ wli MU k Dl Ml ' 
Ml ruti i:l Mi« 
SIMMi Ul-.MANU 

It: IJI-.M* 1 w »VA0li 
sHiXKWAVh 
SAIAdi Mi ' 
lifcvll s Mikl.AL.riV 
UIMLNiUJh J 
PRtLlifc DLMIl 
UlTAl. IDNII SlHlS 
Id I' ON I 
/INI. MALI 
I.VAMAI I tJMI' 
ITXJI.MKIIrtil- 1)1 MO 
HAKI.UM IS NIMH 
M I INI 1^ Ml I II \ ISi. 

MK MIS SlDHll S 
SP1 I I liul STHH-.SKl 
[TllliROOVt K.AMJAM 

MAI» AKS l>l.\H ►■-_ JUSKi; 
M>l 1 1 II- 'tit! UXK NtWSil) 
POP! VI Ml- Mi i 
MM i U1-, DtMUH 
;\ |V,^H^ Mh. .A MI'.MO 
CTOW I'Ai k 
n.-.. ■i.:li|-.KI>l-.HO 



MU([ KBIlNCII 

01 II KJSI-.M'H ■ lASUIJ. 

OtUSSVi'ClltD LHtiLUNbK 

Nl i. -MM I Vl 

MUM S.21 

|. ii\ lid ' ik 
U li\ MAMA 
■i Mir ASH 

II riMATfc ICONS 

N()nrnci:i)is.fc?ii 

HHAIS KJMS 
IJPAINI IUMS : 
DfAlNI HINTS I 
MAS.TliK VLRUS Ml I LK 
Mil 'I I III ITIES 
Ml ■-,'-, ,\ STU2 
MDDhML lll-LIJ^ 
M'l p Ikl M I.MUI A|i>l< 
ANLMAlldD POLNTHRS 
U IdASh 

III '-K Hl'l'l'l lil IMII k 
DtNNIS SAMPI l-\l7lJlSKi» 

ft (.1 '. M I HLSilWS) 
.IK i I III llll'S I 

vi ruin iii mi '- ■ 

IHJ.V1I-. ITIL.I'llliS 

JtH KNAL. HOMn ACCOUNTS 

AMIBAS1 

tib-X Ulll s I 

GFX Ulll S 

I AHI-I lJJ-.M(iSt:J< 

ML SINKSS CARD ENOWEHK 

tHkllHI'.NriL'. jn 

CLJ lll-.l.l' + OIHI--k% 

CAlAl tJtilJl: WOUKSHOP I 

i ALAIOUI I IMIkkMIOPI 

SUI INH MONITOR 

ijiri.i : nisK'ii 

KIN HI Ail S CI 1 1 S 
HI:L>UtVII SL Ml-S J 
kl IHII-A II SI III S i- 

i:l i.circhali 

SLIUK.SHO* MAKER 
RJNT DESIGNER 
liKDII 
AMIGAI<()KiW.rh 

I'l m \ ||; \i ki < 
fi iWytLd ii* 

oi'ii i;tilitils 

OI'll (.ilHMS rNCUMM V.Jj 
PLS.KSALV 

^E1^ suphh killkks v. 2 

I) I IH'I 1 

I- ■ I V|i 1 VIOR 

V Ms I 

(HiihlMM-SSl.l.lll-.liS 
[NYCUCL PRINTfcK 
ILLINOIS t.ABI-.ls 

I'Hiiik vi kl k v ; 



GAMES 

Ml ll HASH 

as 1 i.ki mi.\ 
DU/V I \/r- 
si I'tk SKODA LHALLEM.* 

MISSIIi.s X KAII3J 

MISSION X RAID : 

OVNAMLII- HllK. 

I'ltM HIM 1 X SM k 

ATK AT M" 

MAkHI.lv S.LJOL 

II I \'V 

Ikl I KINUlJ DISks. 

IkU MM ON213PISKS|i 

I I VlVl|Sln)IL*.S 

Ml k\ till Ml Hi I tSS 

SK.AH- Ikll-H- 
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P D Z O 



WARNING! You 
are about to 
enter the PD 
Zone- Protective 
clothing must 
be worn at all 
times. Failure to 
do so could 
result in injury 
from flying 
cheap software- 
Stay close to 
your guide 
David Unchurch. 





RUSH HOUR 

Fortiss PD, Assassins 34. 



Alright, alright so Rush 
Hour's yet another Frogger 
rip-off. But this one really 
does deserve your attention, so sti- 
fle those yawns of boredom and 
p«iy attention At first glance there 




ffint ui • - • _: 

dent seem to be that many differ- 
ences between this and the old 
coin-op classic it's essentially the 
same old story except here you con- 
trol a tiny little man instead of a 
cutesy amphibian. 

Rush Hour is probably the fastest 
and consequently the toughest ver- 
sion of the coin-op classic around. 
And instead of the geezer moving 
in 'hops', he can be rtetfm d around 
freely with the joystick, so there's 
lots of hilariously nerve wracking 
running -in-and-out-ol the- traffic 
fun to be had 



But for all it's high-quality paya- 
bility, the best thing about Rush 
Hour is its sick, sick, sick humour 
For example, there's an old granny 
stranded on one of the central 
reservations and, if you manage to 
help her safely across the road, 
there's a lovely bonus for the tak 
ing. However, evil-minded types 
(like me, for example) will derive 
more pleasure from dragging the 
prune-faced wrinkly into the path 
of an on-coming truck and seeing 
her being splatted, all accompanied 
by a blood-curdling scream, Of 
course, kids, you should never try 
this at home... 

OVERALL: 76°/p 
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Q-BIC 

Fortiss PD, Assassins 34. 

Hands up those of you who 
remember Q-bert? Ah, just as 
I suspected, not many. Many 
years ago, long before the likes of 
Mario and Sonic were even a twin- 
kle in a Japanese programmer's eye, 
Q-bert was bouncing about plat- 
forms. His job was to paint all the 
platforms on-screen a pretty colour 
while avoiding lethal cascading blobs 
and - worst of all - the deadly atten- 
tions of a slithering snake. 

If Q-bert was a bit crafty, howev- 
er, he could lure the pursuing snake 
to the platform's edge and, at the 




last moment, jump onto one of the 
flying discs that hovered nearby, 
leaving the stupid snake to jump to 
its doom off the edge of the screen 
while our hero was whisked to safe- 
ty at the top of the screen. Once all 
the platforms had been completely 
painted the next level was opened 
up, which was basically more of the 
same except that the meanies got 
meaner and some of the platforms 
needed two licks of paint to be fin- 
ished off. 

Q-bic is nothing like Q-bert. Ha ha, 
only joking - of course it is. (The cou- 
ple of paragraphs above would've 
been a waste of time otherwise, 
wouldn't they?) And it's a very good 
version of it too. Fortu- 
nately the programmer has 
resisted the temptation to 
tart up the old game with 
loads of flashy effects and 
pointless power-ups. leav- 
ing all the qualities that 
made the original Q-bert 
such a classic clear and 
untainted, i.e. good old- 
fashioned payability. If you 
only get one PD game this 
month, make sure it's Q- 
bic 

OVERALL: 86% 



FRANTIC FREDDIE 

PD Soft, Golden Oldies 3. 

From the people who brought 
you that excellent version of 
Donkey Kong a couple of 
months back comes Frantic Freddie, 
yet another platform game If any- 
thing (and some may find this hard 
to believe) it's even simpler than 
Kong. Hero Freddie has to be 
manoeuvred around the network of 
platforms and ladders whilst picking 
up the goodies and avoiding the rov- 
ing nasties. Not so bad, eh? Ah. but 
the twist here is that Freddie can't 



walk through the ladders, so if he's 
not careful it's very easy for him to 
get trapped in a dead-end However, 
that aside, that's pretty much all 
there is to say. 

It's simple, enjoyable and very fast 
paced. However, it can get a bit frus- 
trating simply due to the ease with 
which you can get caught by the 
ghoulies. (Ahem!) All in all, Frantic 
Freddie's unlikely to keep you glued 
to your monitor all night long, but 
it's the sort of game you're likely to 
load Up from time to time just for a 
quick go. 

OVERALL: 63% 
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INTREPID 

PD Soft, disk 2674. 

Barren arctic wasters. Evil for- 
eign terrorists. A kidnapped 
scientist. Short verb I ess sen- 
tences. Makes Intrepid sound quite 
thrilling, doesn't it? (No - The read- 
ers.} Well, if it does then I must be 
doing a damn good job as a writer 
because, in actual fact, there's pre- 
cious little to get excited about here, 

Intrepid is a simple strategy 
game/shoot- 'em-up. In the Explorer 
Vehicle Intrepid, the player has to 
patrol the snowy plains of the North 
Pole in the search for an important 
scientist who has been kidnapped by 
blood-thirsty and totally unscrupu- 
lous terrorists. The area is divided 
into a grid, with the player's Explor- 
er capable of moving one square at 
a time. As the player can only see 
those things (good or bad) that 
reside in the the squares directly sur- 
rounding him, his chances of finding 
the hostage are slim. Fortunately, 
however, the Explorer is equipped 
with long-range probes which can be 
sent out to explore the distant reach- 
es of the map, 

Ideally combat with the terrorist 
hordes should be avoided. Sadly, 
however, life being what it is, this 
isn't always possible and that's when 
the shoot -em-up part of the game 
comes into play It takes the form of 
a upmarket shooting gallery, with 
terrorist! popping up from behind 
ridges and snow drifts who must be 
shot before they launch rockets at 
the Explorer. 

Intrepid is a nice idea that 
could've been brilliant if a little more 
effort had been put into the execu- 
tion. Although it is mildy interesting 
to play, the shoot- 'em- up sections 
are too slow and repetitive and the 
player interface on the strategy bits 
is too cumbersome for the player to 
ever get really involved. 
OVERALL: 50% 

GHOST SHIP 

Fortiss PD, Assassins 37. 



A 



114 



luxury cruise liner, far out at 
sea, has mysteriously ceased 
communications. It's last 
transmission reported a strange 
UFO -like object floating along- 
side the bows and then, noth- 



TRAILBLAZER 

Fortias PD. Assassins 
34; PD Soft, Golden 
Oldies 3. 

JUMP N' ROLL 

Fortiss PD, Assassins 
35. 

Why didn't Gremlin ever 
produce a 16-bit version 
of its C64 classic Trail- 
blazer? It's a bit of a moot point 
now, really, because those wily PD 
programmers have come up with 
not one but two pretty good ver- 
sions of their own. Basically you 
control a ball as it rolls along a 3D 
highway that stretches away into 
the distance. The highway is made 
up of assorted coloured tiles, with 
each colour affecting the ball's per- 
formance differently (slowing it 
down, speeding it up, reversing the 
controls, making it bounce and so 
on). There are also bottomless gaps 
in the highway to contend with. 



ingj. The authorities, then send a 
crack marine trooper to investigate, 
When he gets there, he finds the ship 
deserted... 

Thus begins Ghost Ship, an arcade 
adventure created using Do mark's 
3D Construction Kit. The controls are 
as standard - move using the joystick 
and fire/interact using the mouse - 
and the gameplay is what you'd 



and if the ball falls down one of 
them then the player loses one of 
his three 'lives'. 

To be honest, I was never that 
much of a fan of Trail blazer - it was 
simply too fast and frustrating, 
you'd just seem to get some exhila- 
rating speed up when - aaiieee! - 
the ball would fall down an incon- 
veniently placed pit. However, those 
that did like it loved it and they'd 
doubtless like these newer versions 
as well as they play almost identi- 
cally to the original. Both versions 
are slickly programmed and very 
playable {in an annoyingly frustrat- 
ing Trailblazer-y sort of way). 

As to which one you choose... 
well, it all depends how many peo- 




ple are likely to be playing it. Trail 
blazer's screen is split horizontally 
across the middle (like in Lotus}, so 
that one or two people can play at 
the same time Unfortunately in 
one-player mode the play area 
doesn't expand to fill the full 
screen, so it can fell a bit cramped. 
Jump n" Roli, on the other hand, ii 
designed for one player only, so all 
the screen's in use constantly, Why 
not get both? 

OVERALL 
TRAILBLAZER 82% 
JUMP N' RDLL 80% 





expect from this sort of game - 
explore the ship, use any objects you 
come across sensibly and toggle 
strange switches to solve puzzles. 

Ghost Ship's moderately enjoyable 
but ultimately a bit slow and primi- 
tive. The 3D technology is, inevitably, 
very dated when compared with the 
sort of images being thrown about 
by games such as Epic and the forth- 
coming Frontier. Still, if this is your 
sort of thing it's worth a look. 

OVERALL: 62% 



THESE LIBRARIES ARE 
JUST THE TICKET! 

Thanks to the following PD 

libraries which sent in stuff for 

review this month: 

• Fortiss PD, P.O. Box 2, Earl 

Shilton, Leicester LE9BLU. 

Tel: (0455) 850964. 

- PD Soft, 1 Bryant Avenue, 

South end -On -Sea, Essex 551 2VD. 

Tel: (0702) 466933, 



COR! Compilations! 

THE ASSASSINS (Fortiss PD) 

DISK 34 

Rush Hour ■ Reviewed elsewhere thi* 

issue. 

Q-Bic - Reviewed elsewhere this issue, 

Trailbtazer - Reviewed this issue. 

Yeipi - with the May issue of The 

One. 

DISK 35 

Poing ■ Breakout tipped on its side. 
Snake Pit - An okay version of Snake 
Jump n" Roll - Reviewed this issue, 
Cybernet ix - From The One (October). 

DISK 3B 

Wonderland - CarVup-style game 

Sub Attack - from The One (October). 

Mother Lode - A fine Loderunner 

clone. 

Tactix - A dull, simplistic puizle game. 

Donkey Kong - Reviewed in October. 

DISK 27 

Klaktris - A decent version of 

Columns, marred by thoughtless 

game design. 

Pod - Slick but boring shoot-'em-up. 

Pdccer - A not-bad version of Pae 

Man, 

Ghost Ship - Reviewed this issue, 

GOLDEN OLDIES 3 (PD Soft) 
Donkey Kong - Reviewed in the 
October issue of The One, 
Frantic Freddie - Reviewed this issue. 
Trail blazer - Reviewed this issue. 
Mad Bomber 2 - Reviewed in May. 
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Will Andrew Braybrook's 
latest be his greatest? The 
Amiga sequel to his C64 
megablaster is now in its fifth 
month of development and 
getting better all the time. 
Every month in his 
exclusively-serialised diary, 
Andrew delivers a blow-by- 
blow account of how the 
potentially blockbusting game 
is coming along. THIS MONTH! 
The game reaches an 
important crossroads and 
there's personal drama to 
rival any soap opera... 
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'7f 's getting tricky to 

tune the game now 

because I'm so used to 

it. That's why it's good 

to get outside heip 

from time to time. A 

stranger to the game 

can be a lot less 

subjective about 

things. " 






PART FIVE - 
SEPTEMBER/OCTOBER 

Friday 18th September 
The Uridium 2 program has now got 
so massive that in order to develop 
it further! will have to temporarily 
chop something out. First thing to 
go is the sound. Mow I remember 
why I don't normally put that in until 
near the end of the project- That 
saves about 1 50K which keeps things 
to sensible sizes, Jason can still work 
on the sound with his sound editor 
and I can get the sound back by 
making up a 'live' version of the 
game if I need to. While I was out 



yesterday he created some new SFX 
for me, including two really strange 
effects that aren't really appropriate 
to the game but are so good that I 
want to put them in somewhere. 

Got the fighter attack waves to be 
produced near the player wherever 
he is, as there's no point in going to 
all the trouble of producing a great 
wave of fighters when no-one is 
looking. 

Monday 21st September 
In order to squash things down still 
further to give me as much chip RAM 
as possible I've separated off the 
robot sprites as they're not needed 



most of the time, When inside the 
ship the robot sprites are swapped 
in as the enemy ships are swapped 
out. There's a hit of monkey business 
going on to keep the assembler 
happy about which graphics are 
which and it took most of the day 
just to get the game working again. 

Tuesday 22nd September 
I'm sure we fixed that once. The first 
dreadnought of the first fleet is now 
almost complete but for adding 
destructible bits and other features 
like bunkers and missile silos. 

Spent the rest of the time rear- 
ranging the memory map in order to 





be able to load the game into any 
1 M b Amiga , not ju st ones wi t h 1 Mb 
of chip RAM. This task is nearly com- 
plete now. With all the preparations 
being made for loading files from 
disk, it seemed appropriate to add in 
the routine that asks for the right 
disk should it discover the wrong 
one, or none at all, in the drive. 

At this stage I've nearly worked 
out completely what data gets load- 
ed in, what is always there but in a 
packed format, and what is always 
present unpacked. I want to avoid 
irritating delays where possible so 
it'll do just the one load from disk to 
pull in a whole fleet of dread- 
noughts. It should also have room 
enough to cache the first one in 
memory all the time. 

Wednesday 23rd September 
Put in d feature to darken down the 
control panel where it says '1 UP' 
and "1 UP', so it only lights up when 
the player in question is in control. 
This also has to take into account the 
two-player mode and light both up. 
I hate games that remove the wait- 
ing player's score from the screen - 1 
l,iII that player the bench player. You 
need to know how both are doing all 
of the time for comparison, and 
because the only time you really can 
take your eyes off what you're doing 
is when the other player is "on". 

Thursday 24th September 
Went through the old CG4 Uridium 
flight patterns to familiarise myself 
with what they do. My new code is 
much smarter than the C64's so a lot 
of the patterns are unnecessary. For 
example, I can vertically reflect a 
flight plan to get two ships mirror- 
ing each other's movement just by 
specifying upside-down mode. One 
thing I had missed out though was 
chaser mode, where an enemy ship 
tries to line up with the player before 
squirting Bonios of Doom at him, I 
want this to be a bit smoother so I'm 
working on an algorithm to line up 
behind the player more intelligently. 
This is not going well at the moment, 

Friday 25th September 
Cured the last long-term niggle 
which involved the homing missiles. 
They have a minimum turning circle 
and if fired very close to their target 
they can circle it until they time out, 
What they need is a contingency 
plan. First they have to recognise 
that they are in that situation. This 
can be identified by keeping track of 
consecutive moves at full turn. Any 
turn less than full means that they 
have successfully lined up with their 
target. After turning 270 on full lock 
they fly straight for about six moves 
before resuming targeting. By this 
time they are far enough away ^^^ 
that they have room to turn 
and hit the target every time. 
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Tuesday 29th September 
Did some end-game-screen design- 
ing. Obviously I'm not at liberty to 
tell you precisely what I've been 
doing, so I'll just say that I've come 
up with a new golden palette for the 
title screen, rather than plain yellow- 
Wednesday 30th September 
More meanies are the order of the 
day. Cargo ships that take off from 
runways, concealed laser towers that 
spring up and spray doom and dis- 
aster before hiding away again and 
such-like. I'm constructing meriny 
algorithms in our Alien Manoeuvre 
Program which allows me to make 
things happen more quickly. 

Thursday 1st October 

Test- pi lots Robert Orchard (the 
inventor of the name 'Uridium') and 
Richard Harvey came in to give the 
game the once-over, Within seconds 
they had the Manta flying back- 
wards, something that hasn't 
occurred for months, and I can't 
reproduce the effect, Users 1 Bah! 

Friday 2nd October 
I want to get some shadows on the 
enemy ships. That's a bit of a hefty 
overhead but I've thought of a way 
of persuading the hardware sprite 
multi-plexor to do the job. Multi- 
plexor's a fancy name for a routine 
which sorts the objects to be dis- 
played into vertical position 
sequence and re-uses the hardware 
sprites to show them, by the way, 
Had another juggle about with the 




robot speeds to make it feel more 
controllable. Just about anything 
that can he changed is defined as a 
variable so that I can change them 
easily and immediately see the 
results. It's getting tricky to tune the 
game now because I'm so used to it 
That's why it's good to get outside 
help from time to time. A stranger 
to the game can be a lot less subjec- 
tive about things. 

Monday 5th October 
It's one of those days where you 
start thinking "What if...?". What if 
I did the game in dual-playfield 
mode? How long will it take to find 
out? Never tried dual-playfield 
before, How difficult can it be? Only 
had a couple of hours at It but I got 
the bare bones of a system up and 
running. I copied all the game files* 
to a new directory so I don't wreck 
any code, and started converting it, 

Tuesday 6th October 
Carried on with Operation Dual-Play- 
field. Made an astounding discovery 
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the vertical 
strip of flashing lights 
gers the landing 
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transforming into a 
robot. 
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action in the contro- 
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- you don't have to have two play- 
fields of three bitplanes each. You 
can have one of three bitplanes and 
one of two. This cuts down on the 
CPU welly that you lose as you're 
only displaying five bitplanes, not 
six. Since I'm already using five bit- 
planes in 32-colour mode, I won't 
lose any speed . Any loss I make on 
keeping two playfields running I 
make up for by only plotting three 
bitplanes. So now the question is, 
which version do I carry on with? 

The actual gameplay will be large- 
ly unaffected by the choice but the 
effect on the game is rather drastic, 
to say the least- The appearance will 
be completely changed, Anybody 
who suggests running both methods 
is likely to be severely damaged as all 
the graphics would need to be 
stored in two different formats- 
Wednesday 7th October 
Graeme from Renegade paid us a 
wis.it io I showed him the two ver- 
sions of the game. When he saw the 
dual-playfield version I think he was 
quite impressed as he uttered a num- 
ber of unprintable*! So, how can I 
remove seme of the cons of this 
mode? Well, following on from the 
statement running both 32 colours 
and dual playfield in the same game, 
how about if all the titles and pre- 
sentation is in 32 colours and the 
game is in dual-playfield? That way I 
keep my plasma and my lovely font. 

It took an afternoon of machine 
crashes to do it, but it's done, 

Thursday 8th October 
More work getting the dual-playfield 
version running. It's now all working 
so all we have to do is decide which 
version to go with. The CPU use on 
both versions is about the same, so 
it doesn't make much difference to 
me. But can anyone draw sensible 
graphics in seven colours, of which 
one must be black? 

Friday 9th October 
Walking home last night I'd just 
about talked myself out of doing the 
dual-playfield version, How about 
saving that for Uridium 3? ) hadn't 
seen a satisfactory palette to do the 
job. Two sets of three colours just 
doesn't give the nice shading and 
one set of six colours looks like the 
TV isn't working properly. Just to add 



a bit of excitement, Phillip the 
graphics artist has resigned, which 
should cut down on the argument] 
a bit, but it leaves a shortfall in the 
graphics department. Over to Mark 
Bentley, one of the new recruits 
with a last-ditch first task ■ find me 
a palette I can live with! 

I now have a palette of near-grey 
shades with a red and ^n orange for 
explosions. The greys are neutral 
enough that they can be mixed with 
the red and orange, and there are 
enough similar colours for good 
shading effects. The backgrounds 
need massaging but all the sprites 
converted well with little touching 
up, One version has to go soon as I 
rant maintain both forever. It's like 
juggling three chainsaws at once. 

Monday 12th October 
Added a new bonus feature, a score- 
doubler. Needed a new icon for that 
so I set about drawing a new icon 
block to put all the bonuses in. The 
old ones didn't stand out too well. 

Tuesday 1 3th October 
Swaying towards dual-playfield 
mode Only worked on that today 
I've built in some variations in the 
display, like being able to swap the 
playfields over SO that the three- 
colour one is on top I can also fre* 
up the second playfield so it doesn't 
parallax at all. I now have the capa- 
bility of running a giant meany, 
almost for free, although it only 
appears in three colours. How use- 
ful that will be remains to be seen. 
Also worked on an end -of -dread- 
nought sequence, where the 
Manta(e) speed away from the 
doomed dreadnought before it 
blows up. Mark has been working on 
the backgrounds for the dread- 
nought proper; he tells me he's near- 
ly got enough to go for a test map. 

Thursday 16th October 
Mark remapped the 32-colour back- 
grounds into seven colours to create 
a palette in sympathy with the hack- 
grounds. From a distance you 
wouldn't spot the difference, and 
that's without any touching up. The 
sprites needed reworking to get 
them looking good in the new 
palette, which has three red/oranges 
and only two blues. The explosions 
should now look even better. Defi- 
nitely swaying $5%/35% in favour of 
the dual-playfield version! 5ee what 
you think from the pictures here. 
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What will Andrew do next? 
Is Dex really Tinsel's illegiti- 
mate lovechiid? Who shot 
Brad? All this and much, 
much more, only in your 
Number One One 



■t«t_iu-^-»-a>b 



--■--■■■- - -"- - 



or™ PRINTERS 



WITH 



2 YEAR 

WARRANTY 




TARTER KIT 



ALL YOU NEED TO GET STARTED 
WITH YCHJfl NEW CITIZEN PRINTER 

• 2 Metre Parallel Printer Wi 

• 3-f Disk- Driver biWiriOows 3 

• 3Jf Disk - Amiga S ST Drivers 

• 200 Sheets at Continuous Papw 

• 1O0 Cortinuous MrJress Libels 
■ 5 Continuous Envelopes 

WORTH £29.38 

WITH EVERY 
CITIZEN DOT MATRIX 
PRINTER FROM SILICA 

or £ ' $ 36 (£ lO oP q RP1 ta pu th*M. 




PI05J FREE 



AMIGA PRINT MANAGER 
F:c laza 1 poring Iran v:u' A"^i "wl- ilcerer 
•ggs fH mm ■rtnt HHtmm 4itWH n« 
q( (htfjK (w mqjtsi) »»»n pi, hi) * S«I1 * 

SB B- Sid pirtsr 
Fwnumji 

" tpnftini Cm*»i 
» bitfiEcdrig 






£14.10 



BUDGET 9 pin PRINTE 




1 44 CPS 80 COLUMN 
• Cilizen I20D* - S pin 

■ I44cps Draft. 30cps NLQ 

■ 4K Printer Butler *■ 2 Fonts 
w Parallel or Serial Interface 

Graphics Resolution; 240 x240dpi 
Epson and IBM Emulation 
Pull tractor & bottom tead 
FREE Silica Printer Starter Kit 

AHr* 



PRICES 




._ :in 

5HICJ, SIAHTM KIT £» 

TOTAL VAtUi: HU 
MtVWG.' flDS 



Ttw (Miidf I SOD prtMM SOfllH Mjp0M Hffil ■* paiailfil 
ml^lu^q g& 5i.*^46'^1 T VOJ raquim a sural inlerlacn inslcad. 
ii»Ma aijts mt PfHi iiai »hin plaertg )«■ onm *<n sjcj 



9 pin PRINTERS 



24 pin PRINTER 




300 CPS 80 COLUMN 

• GBzwi PnyootS - 9 cun - 90 «mn™? 

• 30OCVS Draft, 50cps tVLQ 

• Bi< Printer Butter - 3 Fonts 

• Parallel interface 

• (Jigpfiics ftpsoAincvi MO * 140dpi 
Epson arvt raw BituJatoo 
FflEeT 00*!** Kil 
FflFP Sifci Printer Srartftr JCff 



* 
• 
MP ...tin 

mam <if w 

rifl»!FiHT _. at 

'Ur.tl melt on 

h>vig :n8 
Kxt ma. firi 



£179 



-wT- tait'jj v Pftaifl 



l^jTWWWW / ■ ' 


HEW 

LOW 

PRICE' 


T^mm* 


0! 

i 


[FREE COLOUR N 



192 CPS 80 COLUMN 

■ Ci'vvn Sunt! 9-9 pin ■ SO catufnfl 

* tSSepx Owfl. JApi WLD 

* $k Printer fli/.»cv * J Fair* 

* Paraflin 1 rrirff dutx 

* firnpftf.'; Jte50,ltif.ijrt.- 24Bjt340A>i 
» Epstvi and rSftf £ mutation 

* FREE fJLJJour Kit 

* FHEE Silica FVir\i6r S(afflsr M) 



hb» e»* 

srinnmr rn 
rarju. wix om 

HrOlrWCE 'i» 



£169 



.w-enHU ■»' ~ni?r:; 



24 pin PRINTERS 




270 CPS 80 COLUMN 

• QXHfl- Srtil J?W -MW BP Cflrtj"\™ 

• ."TftH* ^10 |'fi¥".l Jlnff.'J-Il'JV n<ipf iO 
■ *( RAiW a.ff-.- ■ **=■"«"■ 

• PkTlk* 1 fnlS-tBCI ■ mO!><'S 

• &whta H wo t7 o- J f* J • XV t*v 

• Siaxi. IBU. 1 NEC PSD LmubAiDrs 

• d*j*Tiy P/.wi;g Aid Auk? £nJ ^jcnXV 
« W'« O,* M«* ■ *l S aSi'J; 

• Codf fifclv-n ^'jiWX' 

» WuT£4*arP(TflirSl»*v'ii| 
np on 

IKW HUB [!H 

MtM j 

snmmcE an 



£179 




192 cps 136 column 

■ Otven SwitUt -Z4 pn ■ rjtf aHuffin 

■ fbWeos IiraU. 54cps tdO 

■ BK Pfrflner Butter ♦ < fonlf 

■ Parallel intwtacs 

* flr«jWc3 flbEvftin'tvt.' 3S6x3S0dpi 

* firaon. JlfltM antf rjEC PlS /&n(y*4an 

* W£E **ca Phnfsr Sr»rt!if *f* 
men i-uiiuiii m 



JUiTiPmCT' 



£299 




• Oliren SwttSx ■ $ pm ' I3S twui 

• FSKSJS Cta!?. JStps W.0 

• ahf Printer Sutler 4 3 Ptvite 

• Parallel Interlace 

• Q^ap^flCS fi«EQUi0*»rv ^JT) jr J4t5dtsi 

• r^jo" SVKf ISM £<nilta<iQn 

• Ccjtajr Dpnai- il.-auffflie 

• FflfE Silica P.nVire/ Starter m 



nr S3« 

!lwl(B«II tft 

rani; imlu tsh 
jH£jnn fin 



£199 






nm k? 



SWIFT 240m 

MONO PRINTER 

(C0L0UH OPTIOfJ AVAIUHLEI 

SWIFT 240C 

COLOUR PRINTER 



300 cps 



COLUMN 



SWIFT 240 MONO 



v BR - v 



1 Sum 240IUIK - ia pm ■ *) aj^irf' 
3(Bcp«S0<?S») WOtjUllriirr JOcps i.0 
r Amk' ■ jch nuawH 

p Sham fdaix ,'n nfm 

JcuMf JBD K 3SS dpr 

■ c *' r. 

rv i StdnctKvW if. 
-.,„ ■.... 

d*-MSdKU 
isaiaim S»(t<JiSr 



nif .... [lis 

mmniiii _Tfi 

rji# hiiur "M 

SJnW ["5 



SWIFT 240C 



hiv cat 

SHFimir _r»l 
r* m n ew 

.vl^»i [135 
mitmnth CM 



INKJET PRINTER NOTEBOOK PRINTER 




ACCESSORIES 




360 CPS 80 COLUMN 

*- CSH»n Fri^sr ■ M^v«r - flf PCilwmn 

• 3BQCW Orafi. tSOcfts NL-Q 

• «< toziB .NdbO - WiBQBrQjel <*?!&*} 
» »f FVnfflr SufflE" + 3 FWifs 

• Qjfini^ HP Compatible fvH oif* 
» PaiaHe) interface 

• Gi^iiti WssoHiTiBn- JDPJTJftWP 

• HP Oeji*j^r pfuE emji*!d 
■nr rt« 

mm *ii;» ew 









.skVMJnw CTts 



£345 



■ >^i . £4n ze i 




S'MfFT FffDEffS 
««!-' ■ 

tk- ?ii,n\V<.ut tut 
ins ifewOflr tXPti 






original nmtsuir- 

■«M3« ia*-i«l I kid .DAI 

ir,!m!^6i<t 

=<,;i:j ;rj- v.inu. ;- i 

waanwiMim oti 

*>1W« JGCESSOflUES 
. -rr- HI it 

:, .*a»E* i?> j' 
jctuvt en r.- 



64 CPS 80 COLUMN 

• C/loan PH4M tlztoctx* ".-I'lrsr 

• rvtynmiMrt Fmrnn[r un FWfi PJM?*i' 

• SJtM ilO . «K Sulmr • £ Fans 

• flur aiJ ftoHtjm Paper LoadMS 

• i°jfiil*' mtartmca 

• Graphics flBHtilion 3W ' -SSOfc 

• f>ui. .AM WC PS j Ot»i PniiivK 

nr« WOT EWi 

jAr&inna sit* 



£199 



-W LZ321H rM PPJ! 



_^ 



CITIZEN PRINTERS 



FREE DELIVERY 

FREf SrARTER JUT 

2 YEAR WARRANTY 

ifl.ili'rjrfir -\vii rralitxpnrrtai hwtfi 

WINDOWS 3.0 

Fr« W iirsjrn ID dii«B wfr Slirrn Kr 

FREE COLOUR KIT 

Wlh mp/ FTijr>3 5 (VTh 

FREE HELPLINE 

\K\t\Ki\ BJR4in he-pNine :|«" :L f "y i«'k* tlMK 



FROM SILICA 



SILICA SYSTEMS OFFER YOU 



• FREE OVERNIGHT DELIVERY: Or all hartw*™ ordm* Shipsed m the UK mainland. 

• nECHWCJlL SUPPORT HELPLINE: Ttarti ol leschrtical *jfiei:s al your aerwioe. 

• PRIC€ MATCH: W* wrinally mar£H coiripelirors en a 'Same produi:< - Same pnea' >3i>sis 

• ESTABLISHED )4 ICEAHS.' Pntnisn Iracli recc<d in c.role55irjnEi coiiDuler sarti 

• CIS MILLION TURNOVER fwitrt SO staff ): Bald. raliabl& and prontabt* 

• BUSINESS * EOLICAVQN * GOVERNMENT: VokHIW iJ.v(k:uiiis .jva, jb* dB1-M8 DHS. 
4 SHCUVflpOMS: LViirjrrjirjiiBsnanfJIraininjIiKdtea ar-^ur Lonoan A SidcLC sraicfles 

• THE FULL STOCK RAftGE: All ol your requeiamffnrs IrwnonB 5mpl«r. 

• FREE CATALOGUES: Wnnemajlefllo you wnhotlBis t- snllw^rs ;inef p^riftieral deffiilEL 

• PAYMENT- Ma|orirsdil cards, rash. r*»»i»ormrjnlhlvlsrfris. 

Betofe «ou flBckfa when to Buy your new primer, wb siitMBSt fou ihnh v^ry oaroJully abaui WHEnE you 
buy n. Cortsidflr whs! 1 wii B* *» a Few nwirrthj nriirr you hsvs inudt your curciaae. irvhen you may 
fBquirg flMilirna: pnrphnras and SCtessdrHS Ql tHlp a/id adViDS With your Fie* purensts* Anil mil Ihc 
otufipany you buy Trwii concauc you ^flC. atalaus ol new productsV fl( Silica. Syalams. we ensufa mai jiou 
mil ha-rt nolrwie to -dorry aCoU We harve twen flsObtsnacHw jirnoja U ywn ana «ilh qui' unnwahed 
evpanence snrj B^p^itisc. tie ran mw dam Id m£tsi uLf c.Kkiriih-s' rHguiiemanLa Mth ar underslanRtarg 
vmch 15 sscond to nnnn. Bui dcn'i mki bafcsour muid "if ■'.. Complele and rrHunii Ine coupon now kr our 
salssi FREE hleratuf* and begin w«*pe*ience itw'S'ira S'^lams. SarjiDg". 



— 7^>. MAIL ORDER HOT LIME 

y|y 081-309 1111 



SlUCA 
SYSTEMS 



MAi l ORBSfl. 1-4 ThE Mews. Hjiheriey RrJ, Sricup. KaM, DAI 4 40K M 

Crtt< L ffi CKW mtatSJi iXan.BSKfiu Ma Liu Nyl Umi-) 



5! Toitenhani Court Road, Landon. WiP OBA TH; 

He Lin Hg-I Cwi-^i * 



LONDON SHOP: 

LOUDON SHOP: SsilridBK- iitf "«ki.' OnlQrd S^reei. London. rt'l.H 1AR Te I: 
... ■ . ■- h!,it, ■• ix,n. i ■=*! . k.. (..*:■,,■ . n« nt 1 n>ndn fcw 

SIDCUP SHOP: 1-4 Tub Mwg, Halteney Hi" Sidan, iant. DAU 4DX 111: 

H»H Htoin; Mondial BW^rJJj pn Uh Wtfil Fnajy ■ Htm Fti 

ESSEX SHOP: KsddHS lini -ki' HiQh ShiMt. Souhenc in-Sea. r5W< KR1 1LA T*l: 



Cv.fi- a Ha-ii Maun 9 anwrt Jnm fSai H t»tMi«H"l 



Lata H r' ■Ji'*'''; 



581-309 1111 

f4 'i" :i * :**>; 

D71-5BD IDC "J 
D71-B29 123-i 

om-ate sen 
b i u mm 



Ta Silita Sysr««n*, tMiEAM-12M-5fi 1-* TM Mc 



tiathfirlev fid. Sidcup, Kanl DA14 1DX 



IXI 



PLEASE SEND A BROCHURE ON THE CITIZEN RANGE 



, MF'Mr5.'Mis5."Ms: Inilials: Surname: 

I Company Name (ir appticflblfl): 

I A**e*a 



$ 



i :: zzzz 

I Tat IHomsf: - 

I yv riicft compu1ar(a}, if a ny, do you g "^ ^^...^^ 

t Aril - AitkurtPMil pick* AM lOtefiaiHatUmaftharVl - PmmwmIiit, IIm :ii_|k«- kj IIm UIMniNl 



Tel (Work) 



mJmiu 



, — 



TiHas marked " are net y«t available and will be sent on day of release. 

Please send cheque/ PO/AccWVisa No and expiry date to: _ 

Dept TH012, 10 Tinkler Side, Basildon, Essex SSI 4 1 Li 

Please state moke and model of computer wfien ordering. P&P inc. UK on orders Over £5.00. Less lhan £5.00 and 

Europe odd £1 .00 per item. Elsewhere please add £3.00 per item for Airmail. These offers are available Mail Order only. 

Telephone orders: Mon-Fri 9o«n-7pm Saturday 10om-4pm. Fox orders: 0268 271 171 Tel orders: 0268 271 172 

N-exl day service available - ring for details. 



Adddrrii Family 16 99 

Afterburner 6 .99 

Agony... ,...,...„ ,...24.99 

Airbus ,22.99 

Air. Lond.&SO 24.99 

Air Support 19,99 

Alien! 19.99 

Altered Beasl 6.99 

Amos 2999 

Amos 3D 24.99 

Amos Compiler,.... 1999 

Another World ,1999 

Aquatic Games , , , ... ... 1 6-99 

ArlanoidZ c-99 

Award Winners. .....16.99 

Ansher Madeons Pool * 16.99 

ArienglFf , 16.99 

Ashes of Empire .,..., 22.99 

Assassin , 16.99 

Assault on Alcatraz 16,99 

A -Train* 22.99 

61 7 Flying Forlres* (1 Meg)' 22.99 

Batman Coped CruKider 6.99 

Batman ihe Movie 6.99 

&ot2'il Megf 26.99 

BarAeioad* * 19.99 

Billy Ihe Kid 1 16.99 

Birds of Pr&y (1 Meg] 22.99 

Black Crypl -.19.99 

Blues BroiHeri... 16,99 

Beard Genius 19.99 

Bonanza Bros , 16.99 

Bubble Bobble 6.99 

Cabo! 6.99 

Californid GocYiK 6.99 

California Gomes 2 16.99 

Carl Lswis Challenge 16.99 

Campaign 22.99 

Castles , 19.99 

Centurion 8.99 

Championship Manager \ 1 Megf 16.99 

Chaos Engine* 16.99 

Chase HO 6.99 

Chac> Rock 7 ■ 16.99 

Civilisation |1 Megl 22.99 

Conan The Cimmerian 1999 

Cool Croc Twins 1699 

CovertAclion (1 Meg] 22.99 

Crazy Cars 3. ........ 16.99 

Cruise For A Corpse 19.99 

Curse of Enchata* 19.99 

Daley Thompson Challenge ...6.99 

Dork Sun: sheltered Lands * 21.99 

Death Knighte Of Krynnll Meg] 1999 

Deluxe Point 4 , 54 99 

Demonsgote * 22 99 

Diiiy Colleciksn 1699 

Doodlebug ■ ,17.99 

Double Dragon 8.99 

Double Dragon 2 8.99 

Double Dragon 3 16.99 

Dragon Minp 6.99 

Dreadnought 19.99 

Dune 1999 

Dynablaster „ 19.99 

El'iro 2 [1 Meg) • 24 99 

Epk 19.99 

Euro Foalboll Champ 16.99 

Eye of hne Beholder |1 Meg ). 19.99 

EyeOfTfie Beholder 2 (1 Meg) 21 .99 

Eyeahhe Slorm * 19.99 

F15 Striker Eagle 2 [1 Meg| 22.99 

Fl 6 Combat Pilot 8,99 

f 19 Stealth Fighter 19.99 

Falcon 3" 24.99 

Finql Fight 14.99 

Fire Force 16.99 

Fire and Ice • 16.99 

Firsi Samurai + Mego-ls-Mania 19.99 

Flag' 19.99 

Flood 8.99 

Football Crazy 16.99 

Football Director 2 |1 Mea) 16.99 

Formula One Grand Prw~. 22.99 

Fun School 4 under 5 16.99 

Fun School 4 5-7 16.99 

Fun School 4 7- 11 16 99 

Games 92-Espana 19.99 

Goumlen 16,99 



Ghoslbusters 2 6.99 

Ghouls and Ghosls ..6.99 

GLOC 16.99 

Goblin* 16,99 

Godfather Acliorr , 1999 

Godrother AoVenlvre 24.99 

Gods. 16.99 

Golden Axe a.99 

Graham Gooch * 19.99 

Graham Taylor 16 99 

Grusome* , 1699 

&unship2000 l |l Megf .22.99 

Guy Spy, „ 19.99 

Hard Drivin , 6.99 

Harlequin 16.99 

Harpoon 22.99 

Harpoon Balrlssol 3 999 

Harpoon Batllesel 4 9,99 

Harpoon Scenario Editor ,.1 3.99 

Head Over Heels 6.99 

HsarlOfChinaM Megf 22.99 

Heimdoll[l Meg) 19.99 

Hitchi Iters Guide -.799 

Hgi , - 16.99 

Hook 16.99 

Human* 19.99 

Hunter i 1999 

lanBplham 1999 

IK+ 6.99 

Indy Jonei - Atlantis Aclion * .,,.19.99 

Indy Jones - Atlantis. AoV* [1 Meg) .. 24.99 

Inl Sports Challenge 19.99 

lihar 1999 

Ivan hoe ■ 0.99 

Jock Nicklaus Clip Arl 9 99 

Jack Nicklaus Extra Courses 9.99 

Jock Nicklaus Golf 12.99 

Jack NickJaus Unlimited Goff |1 Meg] 1 9.99 

Jaguar XJ 220 [1 Meg) 16.99 

Jimmy Whiles Snooker 19.99 

John Barnes jl Meg) 16 99 

John Madden 16 99 

Keys of Mammon ' 16.99 

Kick OH 2(1 Meg] 11.99 

Kkk 01* 2 ?■" 

KickOffS' 16.99 

Kings Quest 5(1 Meg| 22.99 

Knightmare., „..-,. , WW 

Kn&* of #» Slry (1 MegJ 22.99 

K.CT2 Final Whistle 8.99 

K.0 2 - Giants of Europe 7 99 

K.0 2- Return to Europe 7 99 

K.O 2 - Winning Tactics 599 

Loser Squad 2 ' 16,99 

Lost Ninia 2 ..,,,6.99 

Leander 16.99 

Lealhal Weapon 3 " 16.99 

Leather Goddess 7.99 

Legend .......... ...■..■ I V.W 

Leifure Suit Larry 5 (1 Meg] 22.99 

Lemmings , » 14.99 

Lsmmings Canslruction Kit * 16.99 

Lemmings Doto Disk 13.99 

Links 7. 24 99 

Lombard Rally. 6.99 

Lure of the Temalress 19.99 

M* - 21 -W 

Ml Tank Platoon 19.99 

Magic Pockels ,„..„, 1 6. 99 

Man Utd. Europe 16.99 

Malch of ihe Day .... 16.99 

Mega Fortress ( 1 Meg] ,.22-99 

Mega Sports -19.99 

Mega Traveller 1 (lMeg) 19.99 

Mega Traveller 2(1 Megl 19.99 

Microprose Golf 22.99 

Mioraprase Soccer 6.99 

Midnight Resistance 6.99 

Midwinter 2(1 Meg| 22.99 

Might fi Magic 3 (I Meg) 2999 

Moonstone (T Meg], 19.99 

New Zealand Story 6.99 

Nigel ManselS World Champ* 16.99 

N itj.htbreed-Actian 6 .99 

Operation Thunderbolt 6,99 

Operation Wolf 6,99 

QrL. 19.99 

Oulrun 6.99 

Pang 6.99 



Paperboy 2 16.99 

Parasol Stars 16.99 

PGA Golf Courses 9.99 

PGA Tour Golf ...16.99 

Pinball Fantasies -JV.W 

Pinball Dreams ,. .16.99 

Plan 9 From Outer Space 24 99 

Plataon 6.99 

Pod of Radiance (1 Meg) 19.99 

Podsc-f Darkness (1 Megf 21.99 

Populous v-~l 

Populous 2(1 Meg) 19.99 

Powerdrin 8-99 

PowermOnger 19.99 

Powerrnonger Data Disk 1 9.99 

Premiere 1 Meg) 19.99 

Predator , ,™T 6.99 

R-Type 6.99 

Roifrood Tycoon (lMeg( 22.99 

Rainbow Collection 13,99 

Rainbow Islands 6,99 

RombaS ...,.6.99 

Ramparts 16-99 

Reach For ihe Sties * 22.99 

Realms [1 Meg) 1999 

Red Heat 6.99 

Red Zone la.99 

Rise of Ihe Dragon [1 Meg) 22.99 

Risky Woods ,., 16.99 

Rood Rash" 19,99 

Robocad 16.99 

Robocop a.99 

RobosopS. . . - 16.99 

Rots Sport 19.99 

Reck Star Ate My Hamster 4.99 

Rome AD 9* 16 99 

R-Type2 ^ °9 

Second Surarni *...., 16.99 

Secret af Monkey I stand [l Meg) 16.99 

Sea^NVtfiey Island 2 „ -24.99 

Sensible Soccer .- 16.99 

Sensible Soccer 1 , 1 16.99 

Shadow lands ,.„ „„,,. 19.99 

Shadow of Beost 3 19.99 

Shadow Warrior* 6.99 

Shinob 899 

Shoot Em Up Con Kit 8 99 

Shuttle- 19.99 

Silent Service 2 (1 Meg) .22.99 

Silkworm 8.99 

Silly Putty 16.99 

SimCily+Populous 19.99 

SimEorlh* -,22,99 

Space Crusade '9-99 

Speckil Forces- 22 99 

Street Fighter 2 ' 19 99 

Stnder 6.99 

Striker 11 Meg) 16.99 

Strip Poker 2 + Data 6.99 

Stunt Car Racer.. 6.99 

Super Hang On 6.99 

Super Tetris .,,16.99 

Switchblade &-9» 

Switchblade 2 16-99 

Team Yankee , 19. 99 

Team Yanke* 2(1 Meg) 19.99 

Teenage Mutant Turtles 2 16-99 

Terminator 2... .....16.99 

The Immortal 1 1 Megf Vn« 

The Manager 19.99 

Iheir finest Hour (1 Meg] 19.99 

Thunderhowk 1999 

TilViTheFox .16.99 

Troddlers 16.99 

Vba Challenge 8-99 

Turbo Challenge 2 16.99 

Turbo Challenge 3 , 16.99 

Turbo Outrun 6.99 

Turrican 2. ..., ,.. ■ 9.99 

TV Spam Baseball * 19.99 

Ultima 6 [1 Meg) 19.99 

Utopia + Data Disk.. 1999 

Voyager 6.99 

Wing Commander [I Meg) ' , ,.22.99 

WizEoll 6.99 

Wddd 16.99 

Wolf Child 16.99 

Zed 'Station 16,99 



SPECIAL OFFERS 



UPGRADE YOUR 
AMIGA TO 1 MEG 

1 jl Meg Upgrade - 
£24.99 

) /2 Meg Upgrade + dock - 
£26.99 



Mega Lo Mania ■ £ t 3,99 

Shadow of Beast ■ £9.99 

The Krislal - £9.99 

Wild Wheels - £4.99 

Colonel's Bequest - £12.99 

Mercenary 3 - £9.99 



3.5" EXTERNAL 

DRIVE 
ONLY £49.99 



JOYSTICKS 

Quickjoy Topstar - £16.99 

Speedmouse - £1 5.99 

Quickjay 2 Turbo - £9,99 

Fighter ■ £4,99 

Quickjoy Jetfighler - £10.99 



BLANK DISKS 

Unbranded 

1 x 3.5" DSDD - £5.99 
20x3.5" DSDD- £10.99 

50 x 3.5" DSDD - £23.99 
100x3.5" DSDD ■ £44.99 

Branded - TDK 

3.5 fl DSDD - £1 .25 Each 



ne-Cyded Fovimitted Disks 


10 


k 3.5" 


DSDD - 


£4.50 


20 


k 3.5" 


DSDD- 


£8.50 


50 


x 3.5" 


D5DD- 


£16.00 


100 


x 3.5" 


DSOO- 


£30.00 
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PREVIEWS 




Well, this is it. The last month before Christmas and, just as Sun Tzu predict- 
ed in his Ancient Art of War, this battle has been won before it is even 
fought- So, while Streetfighter 2, Lemmings 2 and Desert Strike fight it out 
for the Xmas Number One spot, the rest of the software industry is busily 
preparing its wares for the New Year. Recession? Pah! What recession? Let's 
face it F energy, transport and food we can do without but if there was ever 
a slump in quality Amiga software, we'd all be finished. Fortunately, there's 
no sign of such a disaster occuring in the forseeable future - and here's a 
look at half a dozen of the latest biggies coming your way soon to prove it. 




in oh-so-shining armour 
Dirk the Daring has been 
brought out for yet anoth- 
er (but not necessarily the 
last) adventure in the 
strang&ly-suc<;essful series. 
Actually, this is the fourth 
Dragon's Lair game since 
the original appeared a 
those years ago - and tittle 

w^ms to have changed. Now devoid of original laserdisk coin-op mate- 
rial to convert, developers ReadySoft have devised another original col- 
lection of Don Bluth cartoon-style action scenes for the player to mull 
over. This time the humph goes that Mordread, evil sister of Mordroc 
(who Dirk vanquished in Dragon's Lair II as we recall) has imprisoned 
Dirk's lovely wife Daphne and the kids in a fit of revenge. Enter a whole 
new host of enemies (who all seem inspired by Alice in Wonderland), 
including two Tweedledum and Tweedledee lookalikes, a giant cat and... 
Ooh, lots of other things. 

Sikty scene* and 1 500 frames of animation spread across six disks 
await the player, although how much interaction he'll have with them 
remains to be seen. The previous Dragon's Lair games have all been heav- 
ily criticised for offering muchOs graphical thrills, but little in the way of 
payability. But despite that, and the often astronomical price tags, the 

games just keep on selling. 
There's little to suggest 
that much has changed 
this time round, but we're 
keeping an open mind. At 
least it's nice to see that 
the price has come down 
to a more respectable 
£29.99 this time. Dragon's 
Lair III is due for release 
later this month. 



AT AC Micro Prose 




At last l A flight simulation with a new twist! With the Cold War final- 
ly at an end, it's not just the spy-novel writers and Hollywood stu- 
dios that have had to find new baddies to target. So, now it's the 
turn of the South American drug barons, whose powder-pushing evil deeds 
have finally earned them promotion into the Premier League of Thriller Vil- 
lains. Set in the near future, ATAC (that's Advanced Tactical Air Command, 
by the way) has it that the US Government has finally tired of fighting 
the war against drugs at street level, and SO has set up a special team to 
take out the problem at root level - by striking at the cartels and their 
plantations in Colombia. The player is put in charge of this squad, com- 
prising 250 undercover agents, four F-22 fighter bombers and two attack 
helicopters, all operating out of a secret jungle base. 

Fancy scenario aside, however, ATAC is essentially a mix of flight simu- 
lation and strategy (this sort of thing is currently in vogue on the PC, from 
which most Amiga Sims are converted, so expect a lot more over the com- 
ing months), with the player juggling his resources to come up with an 
effective drug-busting strategy, then taking to the cockpits of the jets 
and copters to indulge in some high-tech blasting of poppy fields and the 
jet fighters that the harons have put Up to stop you. Don't let the strate- 
gic bit put you off, though - ATAC is fundamentally a flight combat game, 
with the strategy section very much playing second fiddle. 

Programmed by Argonaut Software (out of Birds of Prey), ATAC has 
already been a big hit on the PC and the Amiga version could well 
do the same when it hits the Amiga in January at the eye-opening 
price of £34.99 
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REVIEWS 




COOL WORL 



at 



Tie-in trends never die - they just fade away And with the resur- 
gence of the Hollywood blockbuster after some lean times in Tin- 
seltown, it look* as though we could be in for another wave of 
licensed product. Ocean is, of course, leading the way in this depart- 
ment, and even though Cool World isn't one of the company's bigger 
signings, it's certainly throwing a lot of weight behind it. 

Cool World the movie is a mixture of live action and animation, and 
has been described as Roger Rabbit for grown-ups - whatever that may 
mean. Little's known about the story, except that it's about a comic book 
artist (Gabriel Byrne) who gets sucked into the cartoon world he ere 
ates. Although it has fared reasonably well in the US, Cool World is unlike 
ly to get a cinema showing here, and will probably end up going straigl 
to video early next year. 

As for the game, it's a platform/adventure/exploration type thing thai 
if nothing else, should make a refreshing change from the usual levels- 
iV -ladders formulae (see this month's Lethal Weapon). Set half in the 
real world, half in the Cool cartoon World of the title, the game casts the 
player as the only human character in the game, a member of the local 
police force, whose job it is to thwart Holli Wood (played by Kim Basinger 
in the film) who plans to escape into the real world. 

Early looks at the game suggest that it's anything but conventional, 
despite its firm rooting in the 
arcade adventure genre. The 
cartoon world is every bit as 
oddball and unpredictable as 
you might expect, with the 
'doodle' inhabitants making 
for some very strange graphi- 
cal effects. You'll he seeing 
more of Cool World, due out at 
the end of the year, in The One 
real soon. 
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LEEDS UNITED 
CHAMPIONS! 

CDS 



And Leeds and Leeds and Leeds and Leeds... Ah, the classic lyrics 
to the immortal football song that helped Leeds United to 
League victory in the First Division last season. Whether or not 
they can retain the title this year is a matter for the soccer pundits, so 
we'll leave our outspoken views on Howard Wilkinson's all-white army 
and concentrate on the official game instead. Following on from the 
Arsenal and Liverpool licences, Leeds Utd is, unlike those two, a man- 
agement game with no arcade action. So, as the man in Wilko's shoes, 
can you take the team to the top and keep them there? 

Based in Doncaster, the little- known CDS software is only around the 
corner from Leeds' El I and Road ground, which is probably handy if they 
need to pop found and get some tips from Canton a, Batty et al. The 
game's been programmed by Tony Huggard, who created both the Foot- 




ball Director games, SO as both a Leeds and * management game, this 
one's got a fine pedigree. 

But it's hard data that all you management fans want, so here it is - 
there are nine trophies to chase, including three European cups and ail 
four home divisions. Team tactics can be devised from a hank of 729 
combinations, players trained, bought and dismissed tin the preview 
version we received, we had a right hoot sacking Lukic just for the hell 
of it) and matches watched Unfortunately there's no arcade-style sec- 
tion, interactive or otherwise, for the actual games - as in Domark's 
Championship Manager, the action is relayed by text messages, 

Leeds United Champions! may not be a particularly relevant title for 
much longer, which Is why the game's due out very soon - all you York- 
shire Puddings look Out for it 
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AMIGA PERIPHERALS 



GREAT 

VALLEY 

PRODUCTS 

QUALITY AMIGA PERIPHERALS 
WITH A 2 YEAR WARRANTY 

Sikca Systems are pleased 10 prBSW* ttwGVP ;ange 
of per(D«e*als GVP are ine world's laigast inird party 
mamiaehaw of peripherals for the Amga -ange and 
have a reputation lor hrgh speci'icatiari. quality 
products, The company was founded cnly <our years 
ago by a man who knows about me Amiga, 
Coflnmcxtore'i ex-V/ks President o* Technology. He. 
along wth a team of Amiga, experts including other h> 
CommodMe stall, undeisiBnci Ihe add-on letjuiwnarts 
of Amiga owners better than anyone, Not only do 
GVP provide peripherals Ifal Amiga ownws warn, 
ihey also ofler peace of mind, with a 2 year warranty 
on ihe products they mariufacluna. So. (1 you are 
wokng For the very best n pert*Wfals for your Amiga 
computer, look no furrier tttan GVP 



FREE BROCHURE 

HETUBN THE COUPON FDR YOUR COPY 



GVP's HD6* hard dnve and £530 hard dn^ wiih 40MHz accelerator, represent 
the hqfiasl qwality AmiOi 500 peripherals, ai very affordable pricijs. Ea^h 
infiomcfales. a last nclion hand driwe. HAM sjipaiiSioe. tapaqilily, custom 
VLSI chip and FaaaSTROM SCSI rim* (Or .in&eala&e cerfoxmancs. 
The HQS-t hard tlr-v* otters up tc 8Mb ol slaroard 



^ 



nttmil Fail HAM expansion and the 
Ab3fi CarnbD. up to BMb or 3?*[ Wide 
'u.si RAM •qmnglon, Bold feature a 
SCSI controller whet-, suppons i* to 
additional rJemces and an 
AutoeaoliGane cut-aft switch Boili 
are availAbla in 60, 13} and SI 3Mb 
hard drve versens 

In addition. ihe AFjJQ Combo zooms 
1tie Amiga forward with an 030 
accelerator. miming at a bli&la r mg 
40MHz. ThiE enaWeB yotir AruM 500 
Id run m an uKredble 12.1 MIPS. Fasts' 
1han an Amiga SOW No Olher product in 
Ihe world ccmhries all the Features Sound in 
Ihe A530 Cwribo! A ptug-n PC animator cpttsn. 
Shown below, is available for 
Ihe H06+ and A530 Cdfrto 
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PC EMULATOR 



PLUG-IN OPTION FDR HDB+ & A530 
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• 16MHz 80286 prMSSSOr 

• 287 Maths Co-PrdOeiSQr SOCket 

• 512K of PC. fl-AM pluslha u&e of Amiga RAM 

• Supports Hercules. CGA. EGA/VGA 
I'monochroma) and T3100 Video mqttes 

• Runs MS-DOS (3.2 and upwards) p us 
thousands ol other PC programs 

This eounsiful 2B6 emulador module simply plugs inlo 
tm fnH-tfcf of the OVP HD&+ or A53& iwrihout 
nvalidahng ihe wamanty'l. It has lull acc*SS to 1he 
Amiga's resources and allows 
you Id run PC and Amiga pro- 
grairiS at Ihe same lime, giving 
yOj two computers in orra. 



(£199 



HAFD DRIVE 


snsiHMitinnvr 

* m. <n I boj*i(hSi*iS 


* * 


UVHMfl HUH 


* 


• 


mum* urt up id Mum 1 

I'lHtnii 


• 


• 


ACCEtEftATOR 


flMMl UHKC CPU 




• 


*:i- iUwi m -.■■ v^'Hi ( ;. nHI i<;f: 




* 


PfJHJAI IT I PrlPS BNant^HRMU 




* 


HIMIMUM lUfWRT 'D HLN(£UTrWl INTO 
S (il -ini 'A** HW MI> ni-ltrt QFtfii"i> 

. i : 'i ■'- ", :■ ITBd 




* 


HAM BOARD 
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OTM6H FEATURES 
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PRESS COMMENT: 

'Suparb tMJilid MnufVir 5rt*«*a 

tjr.qi y.noVrq ip66d irtaite Jfltt lf» 
bei! A.W farrj drm»' . 

Wi JWLV : 

<JW (f'olmi rfiu ,* ni* bin' tip-W 
{TfifV II £}t >*t"<<i anu' "Si - * rf PF 

Mjh crju(fjpra™ rriof wnjnj _ 
LfaAiitiiatiW JWilioiW 

5niV JTM belt hard drnv'... 97% 

■IGWnpv* efe/is # apflmT- W* 

.IMBflFOFrw? 9V- 

'* ibr bv'itrf Quality li excelkr".. 
i'n .Hoih ofpavformainc** Atir 
gmj r it In* rWr _ rnofr 
tauipmiuil if itoi#i pirn/ p*rtn/. 




HARD DRIVES & ACCELERATORS 

PRICES FROM: 

£399 



80me> 120Mb I 21 3n 



harddrive [£399 1 £449 £699 

. ; il •> 



A530 combo |£699 £749 £999 



ACCELERATORS 

, , 1^ \nDTWI 

\ OSO '■. 03D '. Mt) ■. 040 

\ aBWi4|p~V lllsiM". 





SOUND SAMPLER 

■ P\\,yi inm ^jrj.vci penn 

* iWiDVji^yuirftiriOrtSifVJi.f 

Ftflw snprctosaul and eu)d heb^ti b **? 

m bbiiH pal oniw f>ip 1M »B 1SCC BXP 
iFSMfJWT^ii^ ^*ti^!M -if- cm <rff 
UBtr no* pnnM m «v^ur 90/fI Ht 
IXfK «*t mjWI* EMfIA*. utiflB 44101 
KuidnAH ItunpilnM mc^pim 



MU3 
2500 



£49 



'AS 



MGWG-FonstKtttaalDfteiii betir« 
ntn B HW OPS Cy JWnj s Upml Kil. 3i* 
t!Sl , JS9 4i nnlrg H Ihr HTWATI «flHgi 
1 5031330(1 pwplHiii. ftitf 1' SCSI ry«e Hr. 
ihfn » mounted 31 1i mB- km— tfnr. 
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HARD CARDS 

• Ficray .YijrjiVm 1 Haw C' vvs 

• C ft?. ISO, 113. * -WTO <pl»p™ 

• Am op id ^ SCSi *«*w 

" ri i nsaa I MC« Iw4 M hi M ■vrtmii' In 

■04- l«4 »ML M H. •* '»« ■* MB ™t*L 

"hnuiriUhi bAi! '. 

1-4 •«■*«» an CHAM PA SUN k;j-: :- 

OMb =m«*fl-3w £129 

80Mt> 3,ii.«-.h 

120Mb ■tfiMini 

213Hb iMHMtiaa 

430Mb FU Htn 1S4I 



E3S9 
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VIDEO ENHANCER 

• StifjurtS i»»i^ >ifl«.. .SV.MS i RGB 

• EV0Kfc«r^ittvcan l ct>* 

• ton mm HGFJ jp&W 

livid UmHilli Ail i*W 9nftt*snl 
VHro WlpBi 1-Fwvm l€ nitaffcotoji w 
KiHi Jtcmi bJl-n ^*!i. M* S* mm 
tufn. t*m MH«rpid(inH H»w. Sjpprt 
n lit "ioan- :v 3D ^3*i«f J?0 i»iHm; 
Mtirtra. 3aM im <dK>QQne tstsnii pnt 
Mj::.-. Purl is--.*, pwl pj;i«l A1SW3W 
mqutl«M«eni BWer, ?<■* 1ZM £M M 
IT-H. ■ UtH tHJTTEl -* vj t» C 1 4 9 9 
(,-M . viu rwniOKn^ . - - w E 1 BBS 
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RAM BOARDS 

* Uj^^tff Av J.liS incift-nBnrs 

* S^triT* indi&ry ibindBiti AUI CAtpff 

* CiflQi:i>srii: calwaifl. trci jdW 

* F..-.'iV jur&janhgbTTnp 

Tltf FUUa aim jr «uh' twr B upirtdt Yfe*' 

■ SB dt a»D " 21* iwwwa *ir, «fc T)» 
^ik' j. i Wh j.li .Mnnju"^ Bn4 » «*I**J 
a:' :;icm1ii« *iji>5*«C H*«i't S* 1 
een~Q.nuar s.hkiHiI l:f tmgAcai] omim. 

OMb populated £99 

2Mb populitvd *™jm?£149 
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REMOVABLE MEDIA 

■ Sl^utv! 44 LV BWUfb •■snrcva^lf ■'ilM^ 

# ^^^*l* nnln pi- itimflul Htfl 
(SvinaHtf 

» Oimi acetaa nm* 

• C l/F HCB ConfroVev nMraft *riTi- 

» frt»^ltMM^i*ll>**lw^SOu3T)0lS 
Eo**irt«'«*«ti*iWK."li»:«1n4^ 
liHmH CM* *(*» £179 

44MtplwB-~l ArMBW £39£ 
44MO;ri«i, WMIH £479 

ESMbimiPm v-uo'i? £499 
BSmdi-mh v-u*.»- £579 



ALL PRICES INCLUDE VAT - DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 



SILICA SYSTEMS OFFER YQU 



FREE OVERNIGHT DELIVERY: On all hEwdwara orders shipped m (fie UK mainland. 
TECHNICAL SUPPORT HELPLINE; Team aflKhnic»*?»i1S al your sarw* 
PfliCE MATCH- We nDrna'-sy match cwnpeMOrS tfi a "Same product - Same price" tMH. 
ESTABLISHED 14 YEARS: Pr?.^n lr»-k -fe::f)-tl in p-olessional cornpjler saws 
£tS MILLION TURNOVER fi*rf.h SC staff). SelKl, retiabta and profitable 
BUSINESS i- EDUCATION * GOVERNMENT: Volunie distOunls i^ilatite 061-3M OEMS. 
SHOWROOMS: DeMranstralKin and training laeilnie*« (wr Lcfldsn 4 Sidcup Cfenones. 
THE FULL STOCK RANGE: Al cif jdiir rK|uii«menri train one suptHiEr 
FREE CATALOGUES: WiR be maned to yau *rih olfera - software and rj*rip!ier.Bl details, 
• PAYMENT: Mafjr dealt cards, casn, cheque or monthly Wrris 

Balr.'c yau asckia when kj Ouy your new ftmiga pmducis. wo sjgaeai ifQu thxik very careMy srtMi,/ 
WHERE you Cjlv enem Otmsifler vi-hjiE it will tit like a lew months alter yol nave made ynur pjrL'iase. 
when ycu mav require iddWoflU senplieuls and sollware. or help an? hMM Am wll tia company 
you eJy trcjm oontMl you wnK datais ol ne* producls? At Sii«i Sysioms «e anfarc CMflj you wll havie 
rrDihing u, worry about. We rave been estai}iisrt*4 lar «lrndii i4 years and. with our unnvaiind 
ejtpenenoa and expertise, vs «n nnwebim m mcKt our cualomers' requirsrnenis wnn on undemanding 
huhich is second lo r>jn* But licjii'T jusi lake our ikotJ tor It Cwnpiete and mum iha cnuoon now *>r oi^ 
liiiest FREE Ineraime and begun to enpenence mo "Sfcji Systems Service'. 



• 



MAIL OFDER- H Tie Maws, Hslheffey Rd, Sklcuo, Kauri. DA14 4DX W: W1-3W 1111 



5J Totttlham Court Road. LMdon. W1P DB* Tel: DT1-5SD IDOD 

rfc Lm 'Hfl'l Ow-fj 



LONDON SHOP: 

Qftiwj Hhik MmhSU Ei 3am>* flQam 
LONDDN SHOP SeflritlgiS iiai tar) Dstaril Sfreel. London JVIA 1AH Til: DTMjZb 113* 

CpK.-y tfaif ifcn-fn u ««t.7<!0yi iSil dm lJO^I till Nat TN|llj liL^*g; EMinmiratK 

SIDCUP ?HDP: H The Mews. Halhcn«v Rd. Sidcup. K«nf DAH -*DK Til: HSi-30! BU11 

Omnn Mime i^-gfi aft^rn-acpw tut •ly* r '*i ■ 7 P"- Fm iw oe'XH dpi.' 

I&&LK SHOP- KiUdlBfi lam Fbisri Hirjti Str«M. SouthencHP-Sea/EssR- • '<" OfOE 46? 4? E 

Ipi.-i-r.] Ham mn-Fn uXwiapi- ;5ll 'i 'Xni-t. rojnt Wo LM Molt Opiffifl Ffc lua .™.L JStM3 



T*. Silica Systems, DNEAM-1Z9J-W. 1-4 The Maws, Hatherley Rd Sucup. Kent. PAH 4l>X 



PLEASE SEND A 64 PAGE AMIGA COLOUR CATALOGUE 



Pi 



MlMltAHHAtl initials Surnam«: 

Company Name (if applicafckjf: 

Address: ■■■■- 
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MAIL ORDER HOTLINE 

-309 1111 
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T«l (Homej T *' Wo**): 
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REVIEWS 



R CAULDRON 



Titus 



he software industry may be running out of good ideas, hut so 
long as it means classic game concepts from the good old days 



of the S-bit computers being resurrected and updated to (HI the 
gap this fa one magazine that won't be complaining, The latest 80s game 
to get the 90s treatment is the ancient c64 Palace favourite Cauldron 
which itself was a spooky Halloween reworking of Defender, replacing 
the familiar spaceships with a witch and broomstick and all manner of 
ghoulish enemies. For this Super' new version, much of the original 
gameplay has been retained, mixing shoot-'errt-up and arcade adventure 
elements as the good witch Zmira tries to free the kingdom from dark- 
ness and all that- 
Played over 20 levels, Super Cauldron probably won't 
offer anything new in the gameplay stake* tits basic 
blueprint, after all, is nearly a decade old), but those old 
enough to have enjoyed and remember the original 
should be in for a treat here with, as you'd expect, great- 
ly enhanced graphics and sound. An interesting point 
is that Super Cauldrons arcade adventure aspect, in 
which Zmira gets off her broom and explores the land- 
scape on foot, has been beefed up considerably - hard- 
ly surprising when you consider that the game come* 
from the people behind The Blues Brothers and Titus the 

Fox. 

Given the game's spooky scenario, extra weapons and 
power-up s appear in the form of magical spells (twelve 
in all) that Zmira obtains by collecting toads. The whole 
thing may have come just a little too late for Halloween 
(poor old Simon still hasn't recovered from that Satur- 
day night of spooky TV), but Super Cauldrons still 
expected to be a biggie. £25.99 is the asking price for 
the game which is out next month and, of course, will 
be reviewed next issue. 



CONTRAPTIONS 

Mindscape 



The thrilling isometric adventure D/Generation was 
undoubtedly one of landscape's highlights for 1 992. 
It should therefore come as no surprise that the suc- 
cessful formula is being put to use in a second game from 
the same American team of developers. This time, though, 
the tech no-thriller storyline and brooding atmosphere has 
been ditched in favour of a cuter, more comical approach. 
In Contraptions the player is Rube, a female mainte- 
nance engineer charged with the almighty task of getting 
a gigantic (and thoroughly defective) machine up and run- 
ning according to schedule It sounds simple enough, but 
with a contraption this size and fraught with so many 
mechanical perils, working the bugs out of this system is 
anything but easy, 

D/Generation's display and control system has been 
transplanted fairly directly for use in Contraptions, but 
beyond that it's a totally different story. Rube's task is to 
explore the machine and find the pieces of her toolbox 
that will enable her to repair the faulty areas and open 
up entrances to new levels and new repair jobs. 

As in D/Generation, the general gameplay is a mix of 
arcade dexterity (avoiding maruading baddies and the like) 
and rudimentary puzzle-solving ■ actually, rudimentary is 
hardly the right word, as if the puzzles in Contraptions are 
up to the standard of those in D/Generation, we can 
*~ ex pect s o m e rea I b ra in -stra i n ers . The produ ct" s bei ng led o n t he PC 
(Boo! Hiss!), but an Amiga version is expected in time for the New 
Year. Altogther now - Hooray! 
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THE GAME 

Lntus Turbo Challenge 2 Irani Gremlin 
Graphics takes racing gwnH m new 
dimensions. Pass though hazardous 
tunnels; twist along log-stnawn tracks 
Speed Oner sand dnlis M's an action 
packed test ol '/o.t skill and" speed ■ 
QAN rOU HANDLE IT! 

FINAL CHALLENGE EXCHANGE 

II you already awn a copy o* Lotus 
Turbo Chattngt. 2. don't wgny. You 
can return (he Free copy from your 
new iiYMVior and. lor |ust £5, Philips 
will enwhiinrjn i| Inr 1 obit ■ The Final 
Challenge'. Vbu can use this new 
software to design and create your 
very own racing circuits 



THE COMPETITION 

WIN A DAY FOR 2 AT THE 
1993 BRITISH GRAND PRIX 

Imagine grandstand seals at the nxisl acclaimed 
wi9f*l in the Formula One year - The British 
Grand Pri*. Philips vy* Hy your and a friend into 
Silverstone and thene's the chance Id m&el a 
lamous Formula Or* personality at a celebmty 
reception. It's ttien lime 1c ta*e your grandstand 

seals tor the morning's practice. A delicious -1 

com lunch Mlows: then it's back to you scats 
lew tt» Grand Piu. itseit. 

It s all part d an eacitmg lirst prize package in the 
Turbo Challenge Competition. And si you don't 
get the chequerec Flag, there are -40 runner up 
pnies ol Ferrari Tesrarossa remote control cars 



THE MONITOR 

» 14' CGA COLOUR MONITOR 
i OFFICIAL UK PRODUCT 

> 1 YEAR ON-SITE WARRANTY 

> FREE! LOTUS TURBO 
CHALLENGE 2 SOFTWARE 

> RESOLUTION: 600x285 

» HORIZONTAL FREO. 15.6KHZ 
i .42mm DOT PITCH 

> STEREO AUDtO SPEAKERS 

> EARPHONE SOCKET 

» TTL-OIGITAL & RGB-ANALOG 
COMPUTER INPUT SIGNAL 

> CVBS VIDEO INPUT SIGNAL 

> DARK GLASS SCREEN 

> GREEN SWITCH TO 
SIMULATE MONO DISPLAY 

> AMIGA. ST, PC COMPATIBLE 

> CABLE REQUIRED 
SeeAfxsssonrjs befriu' 



RECOMMENDEDl / 



For manirnuT enjoyment tf Lotus 
T.irtxi CrHjIlcngu* 2 we art ^k'dau- 
to recommend Ihe besl selling ?ip 
Snk SLpar Pro Joystick, "ne Zip 
Silk 15 pri>::nlay 1he bral |Oy*flet 
currently syaitatiie and me workft 
lasted rapid lire! At only E12.95, it 
rorjnsonli; Suptrtj tialun (Of n'tiney 

• DL-abe steel s-ialted handle 

• B miCRMwicriea 

• I l;i,iUliilii-iabfi top 

• 2 lire button* 

• TnEae acliu'i aulu-lirr? 

>ii&1h hrn'il 

shtititHini bum 

Msgubtas; rorriRjOut Fire 

• Rucoer slcii&I dps 

• Ejdra long 

• 1 yrgls 
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USING A TV? 

Swilch to a monitor and 
SEE WHAT YOU'RE MISSING! 

if you are currently using your Amiga or ST 

with a domestic television set, 
then you are missing out on picture quality. 

Unlaflunately, because your TV is used to receiving interest UHF 

transmissions Irom Hie airwaves it only has a UHF socket. So, 
your computer has to downgrade- Us high quality digital RGB (Bed, 
Green. Blue) signal 1u UHF So enable your TV to receive it. 
However because your TV can only display using RGB. il has to 
convert the UHF signal tack to RGB belure il can put a picture on 
pie screen Of course, every tine you convert from one sgnai ig 
anolher there is, a loss o' quality wrhich means thai cue tinal piciure 
on lit TV is r*Qi as good as Ihe angina, signal trom your computer. 
Vou can overcome this with a monitor, which has an RGB socket 
nol UHF Your computer «* HKogniSO 1MiS. and send its original 
RGB signal to thB monitor which will display ihe image directly lo 
the screen with no loss Dl quality 
The Philips RB33 is the t>est selling colour mcnlilrir For lh* 

Conwiodow Amiga and Aiari ST. Ideal tor game playing, il offers 
MCflDant colour graphics and has stereo audio speakers to' 
enhanced stereo output irom the Amiga and ST-E The 
pedormance and reliability ot the 6633 is exceptional, which is why 
we aie corvridenl Id Oiler 12 months ON-SITE WtSlTanty with every 
PHhps 8633 monrtOf Plus, every 8633 From Siica comes with 
FREE Loius. Turbo Challenge 2 sottwara, a* for only E199 inc VAT. 



ACCESSORIES 



All o" the accessories below 
are suitable lor use with the 
Philips BB33 Colour Monitor 





PUTEH CLEANING 
V^CLJM KIT 



£19.95 



HI-TECH GRIPPA 
C0 3 V HOL0CT 

£9.95 Si 



CABLE - ES.95 

BBH to KJLF Hjmpi.lv TIih^ ■ aH** ufi 

rcrrvyli £'4.K EHJhiOt.ri bvutur IM,|J llMl " 

Si k'.l rf! T# BarTM llT» BE VDlit r»* rTKTilDf. 

w« *ii jv* v^;i a FFi ilijiounl u- fCAi pa» 
wly fft&T -r* rw orttor *» 

cmracl H*rt InrTr'iurcpmii.ikfi 

CALT^'O ■ ST-E STEREO SOUND 

CA&^SOD - STFM MONO SQUI* 

CAB 50W ■ AMICiA STEREO SOUND 



SAVE £5! 



ALL PRICES INCLUDE VAT AND FREE DELIVERY IN THE UK MAINLAND 



H IM? ISM 



SILICA SYSTEMS OFFER YOU 



• FREE QVEBrWGHf oetlVERY: On all hardware orders Stucpft) m [He UK mankind. 

• TECHNICAL SUPPORT HELPLINE. Team or lachnk'.sl frioens al your ser.'ce 

■ PRICE MATCH. We iwrnally match competitors on a 'Same prddLd - Same price' josis 

■ ESTABLISHED !4 YEARS: Proven Irack record in prdiessiDnel compuler sales 

• £11 MILLION TURNOVER {iwtt 60 «bifrj; BolkJ reliable and profitable 

• BUSINESS* EOUCATtOtt i GOVERNMENT Uolumg diKPjniS ;irai,ilii« 081-30* QMS. 
a SHOWROOMS. Ditrriiii.'iiiar«:iri and training l*ii-!ifii at wt London &. Sidiiu:- branches. 

■ TH£ FULL STOCK RANGE: All of your requirements from me supplier. 

• FREE CATALOGUES: WJIoemaJed lo yoi/«yr|h otters <- software and periphfjrsl ci«eil». 
M PAyMHNT Maior credil cards, a*h, a*** or monlhly term*. 

eeice you decide when to rjyy your new monitor wn stirjgesi you ihink very ^unliily abjul WHERE 
you t>:iy rl Ccirwjrl^f - *tin.1 il tmII be hka b len rranrtl's after yau have mu/jL- yijur pi#Che.se. wlen yOj may 
'b<4ji« ackliiicnal cerptsi-als and sonwere. or help and advee wtfi your ne»v purchase An}, ami i*ir- 
oampany you buy trom contact you #•«» seta's 01 iew prodjete^ *t Smca Syefems. *o onsir? rhai yau 
Will t\8NG rolhng to worry about We have been rratetjiRhrKl 1qr alrnr^l 14 yearn and wilh ult urirhiaisd 
nupcrirmni; and inrncrksfl, we can reiw dam 10 ineei uu- cuatcane'S' raqurernenia wffi ar unoerslanOno 
which rs second a none. But don'l ^iat late out word for >'.. Cornoleie a/id retum the coupon now iw our 
lalea! FREE HleraMra and begin to ajpemonce ine'Enca Systems Serwce' 



MA»L OHDiFI; 1-* Tfia Hem, Halheney RrJ SidCW. Kent DAI* 4DX 
Crtw Lnn Opi» Ug-i^i aw«ta JCqm H-. uu n ^l Qtawi} 

LOHDON SHOP: 



Tel: 011-309 1111 



52 Totftnham Cbgrt Road. London, 1W1P OB* 
m uu HJjH rx— J>fl 



LOHOON SHOP: &Btirirjgrs lis- nwr) DxFdrd iliMl. London. WlA 1AB 
OjrtiB Ifaii: Mann Ei 3Hm-7 iK p" i^!l n .-<ji fl iiCgiii Lilt fWH lnmrti|r - ^ 

SlDCUP SHOP ""H Hews. Halhsifty Rd. SldCLip (fil Htft -in>: 



tSStX SHOP 

:'^»n-il Hbub 



Keddtes iMhwi Hirjh Street. Soutrieno-on-Sea. Esw«. SSI 1IA 

W;n r,i a JUT, 5 30pm (Sal e onm-t -.ttirl Ht U» 'tijWJjggjg 



Tel: 071-5an 1D0D 

I'jli M<i (IM-3J3 *73T 

Tel: 071 -BM 12H 

FllHrii-- ifJIJ 

Tel: 051 302 38 11 
f,i ■>. .-■ w '•'" 

Tel: DTD2 ■162426 

l"«a Sn «:.'IL -Ihy.-ai- 



To: S lictL S^lun-S.QtlEAM- 1292-91 1-4 The Mews. HaHierley tiri. S-njcup Kn^t. PAH j|DX 
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RECOMMENDED 

Welcome to the first of the new all-singing, all-dancing, maxi-size I 
Recommended section. As it's nearly the New Year, we decided to usher out 
the old (i.e. the drab Games Index) and bring in the new (i.e. this). Here's 
where you'll find all the games that have been released over the last six 
months or so that we at The One consider to be essential components of 
any self-respecting Amiga gamer's software collection. If you haven't got 
these games, then you don't deserve to have an Amiga. And if you were a 
fan of the Games Index compos, don't despair... turn to page 129 instead. 



The Addams Family 



Publisher 


Ocean 


Issue Reviewed 


June 1992 


Memory 


512K 


Price 


£25,99 



90°/c 



Guide Gomez acrOS* lortnes of massive levels in an 
effort to rescue the resl of his family In one of the finest 
platform lamps to appear on Ihs Amiga so far. Bundles 
at secret rooms, devious traps and fluid payability 
make Oils Him tie-in a 'mutl buy fo' all avid fans of the 
platlormlng genre. 

Archer Maclean's Pool 




84% 



The Aquatic Games 



Publisher 



Millennium 



Publisher 

Isstie Reviewed 

Memory 
Price 



Virgin Games 
October 1 902 

S12K 
1=35,99 



90% 



When Jimmy White's Whirlwind Snooker was first 
released, the public lapped rt up in droves, Archer his 
used the same game Engine to prodm c -i u:irrn- whu.h 
Is arguably better than 5noo<ker due to the fad thai 
Pool is a mOnft accessible and easier Ic play sport. If 
you misted OUl on JWWS then you d better pot this un. 




Assassin 




Publisher 


Team 1 7 


Issue Reviewed 


Novemoer 1992 


Memory 


1Mb 


Price 


£25.99 


Assassin is a Strider-baMd S'Cade shopt-'em-up which 
blows the rest Of the rest of the teebie attempts clean 
oul of the water. With perfeel conlrol, five massive 
levels, gorgeous graphics, inspiring sonic*.. , Need we 
go on? Assassin should be in everybody* software 
collection, now! 


Black Crypt 




Publisher 


Electronic Arts 


Issue Reviewed 


March 1992 


Memory 


1Mb 


Price 


£25.99 



92% 



A highly-succasslul attempt to lap Into Ihe market 
pioneered by Dungeon Mailer and Eye of Ihe 

BehoWflr. Although ostensibly not too different to 
Whets gone before. Black Crypl succeeds 
because of the intense atmosphere it generates 
with its effective use of 3D, 






'■kJ 


80% 
90% 



Issue Reviewed October 1 992 

Memory 51 2K 

Price £25-99 

Although this type of 'waggle your slick*' *port game 
went out with Noah, The Aquatic Games ln|acts new 
lite into the Did dog by Inlroducing a number of 
unusual event*. Packed full ol eartaony visuals and 
iiided by a bouncy soundtrack, Ihe AC'S should 
entertain most owners wilh a sense of humour. 

Ashes of Empire 



Publisher 



Mirage 



Issue Reviewed June 1992 
Mem-ory 1Mb 

Price £29.99 

From the team that brought you Midwinters 1 and 2 
comas this, another 3D strategy -game in a very similar 
style. Supposedly based in a pseudo-Eastern Europe, 
it's the players task to bring paace and harmony to Ihe 
wortd Via trading and the occasional bit Of combat. 
Boasts stunning fractal generated 3D landscapes. 



Beast 3 



81% 




publisher 


Psygmosls 


Issue Reviewed 


September 1992 


Memory 


1Mb 


Price 


£29,99 


Whilst the fl'Sl two Beasl games were lovely to look at 
but Crappy to play, Beast 3 show eaaclly how It should 
have seen done, lis still dreamy to watch but 
underneath the visuals there's a right stomker of a 
game. The cleverly designed puzzles and Irantic non- 
stop action should keep most entertained for weeks. 


Civilization 


Publisher 


Mlcroprose 


Issue Reviewed 


August 1962 


Memory 


1Mb 


Price 


£29.99 



$ld Meier does it again • and you thought he couldnt 
beat Railroad Tycoon! Your joh? Evolva your populace 
up from Ihe Stone Age lo the 29th Century and 
beyond. The strain of the port from PC to Amiga shows 
Sometimes In lha dish accessing, bill the Involving 
Strategic gameplay more than compensates. 
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Crazy Cars 3 



Publisher 


Titus 


Issue Reviewed 


August 1 992 


Memory 


BISK 


Price 


G2S. 99 



Anulher series of games where Ihe third proued 10 be 
the best of the bunch- FOrgcl the previous Iwd, of 
most other sprite-based facers ■ this game is one of 
the contenders lor the racing trophy. II scrolls, phiy, 
and moves so well thai you'd be a lool to Jet this one 
overtake you. 



90% 



89% 




D/Generation 



DuhJisher 



M iridic iipL- 



Issue Reviewed July 1 992 

Memory 512K 

Price £19.99 

A throwback Id the old days when Isometric game* 
ruled the waves, D/Generation hides its storming 
gameplay underneath tsm« 'alright' graphics. An 
arcade adventure in its purest lorm, Immensely 
suspense^ I and cheap as wall, you should seriously 
think again ir ihls tj.nl in your dish box. 



Dune 






Publisher 


Virgin Games 


Issue Reviewed 


Juno 1992 


Memory 


1Mb 


Price 


£29.99 



Bu«(l on the 'Classic' David Lynch movie, in Dune il's 
you i |Ob to harvest the Spice while battling the evil 
Harkonnens on the surface Of the arid desert worid 
Arrakis, Pon t be fooled by the graphic adventure-ish 
graphics - this is a thinking man's game, albeit one 
blessed with easy accessibility and superb payability. 

Eye of the Beholder 2 



Publisher 


US Gold 


luue Reviewed 


May 1 992 


Memory 


1Mb 


Price 


£25.99 



if 3D role playing adventures, are your thing then you 
can do no belter man Beholder 2. Allhcwgh it doesn't 
really improve over the original. It's si ill a huge anrl 
awe-inspiring game -which will take some time to 
complete. Its looking slightly daled whan compared 
lo Ihe flashy RPGs thai are now appearing, 



Fireforce 




Publisher 


ICE 


Issue Reviewed 


October 1 992 


Memory 


512K 


Price 


£25.99 



Yet another blast from the past, Hreforce has 
distinctly Green Beret origins. Who cares where J| 
comes 1iom when the end product is this good? 
Violence and more Violence (wilh some distinctly 
realistic throat-slitting] make this horizontally scroller 
a game which you should hide Irom your granny, 

Indiana Jones 4 (Arcade) 



Publisher 



US Qdtd 



Issue Reviewed 


May 1 992 


Memory 


1Mb 


P>1« 


£25.60 



Although Indy hasn'l fared loo well in the arcade game 
deot up till new, this isometric* 3P arcade adventure 
more than rectifies lha matter. Its blend of puzzles 
and action is Just right (even though Ihe control can 
be a little llfldly In places) and should keep any Ian or 
The Man with the Hat mote than happy. 



Jaguar XJ220 



Publisher 


Core Design 


Issue Reviewed 


June 1 992 


Memory 


1Mb 


Price 


£25,99 




87% 





90% 



■HIPI 



87% 




85% 



93% 



Dyna blaster 



Publisher 



Ubisoft 



It seems like the World and his wife Is doing some 
sort of licensed car racing game Ihasa days, but 
Core's eHort manages to pull away from the pack quite 

elegantly thanks lo soma impressively-tasi 30 and an 

excellent easy-to-use (rack designer [which In out 
estimation Is far Setter Ihin Lotus 3's RECS anydayj. 




Issue Reviewed March 1992 

Memory S12K 

Price £26.09 

Although the single- player mode may net Inspire much 
in, i *• (H ■. nk;iy : m mniinai), HMj two-pi avei :or euen 
FIVE player mode) will cosl you months once you 
begin lo play it. The most cowardly gameplay tactics 
are called for (plant a bomb and leggit) will have you 
cursing even your mum Should you challenge her. 



92% Fi 

1 * W Pul 



re and Ice 



Publisher 



Renegade 



Issue Reviewed May 1 992 
Memory S12K 

Price £25.99 

Another superb can sole-type platform game which 
shows lhat the Amiga can do It Just at Well as those 
fiddly cartridge machines. Guide Cool Coyote around 
the many levels in an effort to defeat the evil Wizard in 
his desert domain. Wi|h unique gamaplay elements 
and terrific play ability you'll miss this one al your peril. 



Hoi 



Publisher HoHyware 

Issue Reviewed August 1 992 

Memory 512K 

Price .£25 99 

A super-cute platform jobby that constantly 
astounds, Hoi is a surprise star on the Amiga. 
Help Ihe saur through five bloody huge levels In 

one of the most smoothly playable games, yet. 
With real gameplay variation this looks set to 
become a timeless wonder. 



Ishar 



Publisher 



Silmarils 



Issue Reviewed £25.99 

Memory 512K 

Price £25.99 

We may disagree with the Frenchles over trivial Ultra 
things like Maastricht, but you've gol to admit they 
know now lo write damn tine RPGs. Although the first- 

person 3D system is a bit like every Dther you ve seen 
(although prettier than most), the ftucoMent plots more 
than compensate for any sense ol dejs vu. 

The Legend of Kyrandia 



Publisher 



Virgin Games 



Issue Reviewed November 1992 
Memory 1Mb 

Price £29.99 

A graphic adventure lit Ihe Monkey Island 2 model. As 
Brandon, your only chance of resuscitating your 
tu rnad-to-stone Grandad is bydelealing the mad 
jester Malcolm (Ihe best villain to have appeared 
in an Amiga game yet). Lots of truly gorgeous 
yn|i'm '. unci Mil inspire,:) player interface. 
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Lotus 3 



Publisher 


Gremlin 


Issue Reviewed 


October 1992 


Memory 


612K 


Price 


£36.99 



86°/c 



Tha third Lotus instalment mint 1h* best of the two 

preview* offerings and ends uii with a game which will 
satisfy all. Wilh laps or circuits, a variety of race 
conditions and an unusual course designer. Gremlin 
have produced a real winner. YOU still cent wreck the 
Lotuses, IhGuoh! 

Monkey Island 2 





Publisher 


US Gold 


Issue Reviewed 


July 1992 


Memory 


1Mb 


P"C* 


637.99 



93% 



What else is there leh to say? Thi; game to end all 
graphical adventures with genuine humour and 
gorgeous hand-painted graphics improves in every 
way over the original (a lash in itself). The disk 
accessing Is a Irlfle too much bvl the overall package 
is cne Of the best you'll ever see on the Amiga. 

Pinball Dreams 



Publisher 


21 *t Century 


Issue Reviewed 


April 1 992 


Memory 


S18K 


Price 


£26,99 



Arguably Ihe best of the Pinball duo. Dreams is a 

masterpiece in programming. The ball movement Is so 
real that you'd b* soon wondering why anybody 
bothers to play the real thing. Four tables may not 
sound like much but in a game with no 'end there Is 
endless amounts of game-lime to be found here. 



Putty 



Publisher 


System 3 


Issue Reviewed 


October 1992 


Memory 


1Mb 


Price 


(525.99 



87% 



87% 



A high-flyer in the Charts - and deservedly SO. Putty is 
one of the most anginal games, let alone platform 
games, to have appeared in a long lime. As a liny Utile 
blue Nub, Ihe player has to Slip, stretch and absorb 
his way around umpteen gaudy levels, rescuing robots 
Irom an evil wizard's mlnkms, Try il - you'll like It! 




Risky Woods 



Publisher 


Electronic Arts 


Issue Reviewed 


July 1992 


Memory 


51 2K 


Price 


£25.99 



84% 



93% 



Lure of the Temptress 



Hoy, there are these woods, rlghb, and - they re risky! 
{Thanks in the main to Ihe iegions of the Undesd that 

roam its moonlight' dappled pathways/. Yup, were in 
horizontal-scrolling slasti-'em-up territory here and not 
a bad one at that, although the scrolling is a touch 
'jittery' In places. 



Publisher 



Virgin Games 



Issue- Reviewed July 1 992 
M emory 1 M h 

Pn<.r £25.09 

An impressive debut by Revolution, an English based 
programming learn, Lure imp* owes over Ihe standard 
graphical adventure by way of its real character 
Interaction. The non-playing characters all go about 
■hair own business, chatting" to to each other arxl the 
like, making this the closest game to real lite- yet- 




Myth 



Publisher 



System 3 



Issue Reviewed April 1992 

Memory 1Mb 

Price (525-99 

System 3 have taken a lanlaslie a-Bit game and 
transformed rt into one Of the best 1 6-brt arcade 
adventures so far, Wrlh superb visuals and eerie 
sound you'll be drawn into the nightmare worlds based 
on various Greek myths. Perhaps a touch too linear for 
some, it's still a must lor arcade action fan*. I 



Project-X 



Publisher 



Team 17 



Issue ReVlirwed May 1 992 

Memory 1Mb 

Price £25.99 

Perhaps THE best shool-'em-up to appear on any 
home computer, Prelect-* is superb In every way. 
Arcade quality graphics, amMnng speech samples, fifty 
frame* per second scrolling all add up fo make It a 
blaster's dream, 11 m*y be a little too h^rd lor the 
wimps among US, but dont kit thai deter you. 



Red Zone 



Publisher 



.Psygnosis 




Issue Reviewed August 1992 

| Memory 1Mb 

Price 625-99 

The biggc&t problem that players have had with 3f> 
polygon Wke games so far Is thai the control method 
is normally so terrible. Red Zone control is better than 
most, although it Stilt takes a while 10 get used to. 
Fasl and frequently exhili rating, it was the best bike 
game around... until Mo Second Prize appeared. 



Sensible Soccer 



Publisher 



Renegade 




Issue Reviewed June 1992 

Memory 61 2K 

Price £25.99 

Here at The One we donl care what you Ofi your 
males say - Senslsoccer kicks seven bells out of Kick 
Off 2, Admittedly the goalies are a bit, errn, weiro" at 
times, but that's a small price to pay for instinctive 
conhol and out-and-out addictivanass, (Don't believe 
us? Well, you try slopping our designers playing it!} 



Shadowlands 



Publisher 


Oomark 


Issue Reviewed 


March 1 992 


Memory 


1Mb 


Price 


£25.99 




Tha first game to use the stunning Photoscape 
graphics system, where lights actually illuminate lb* 
surrounding area correctly, Shadowlands IS a 
lanlasy RPG In Ihe Dungeon Master mould, 
except here the four party members are viewed 
from a 'comer of the room isomelrH:-3D angle , 




88% 



Shadoworlds 



Publisher 



Knyili'. 



Mt¥« 



Issue- Reviewed November f 992 

Memory 1Mb 

Price £25 99 

From the same boys who bought you Shadowlands, 
Shadoworlds re-employs the Pholoscape system to 
good ertect in this Allens-insoired RPG. The accents 
more on action here lhan Ihe puztle-Qhentaled 
Shadowlands and arguably suffers for it - shooting 
monsters In hall-darkness can get annoying at limes. 
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Space Crusade 



Publisher 


GrernHn 


Issue Reviewed 


April 1982 


Memory 


512K 


Puce 


£25.99 



89% 



Troddlers 

Publisher 

Issue Reviewed 

Memory 

Pries 



Slpum 

October 1992 
512K 
£25.99 



A puzzle game which is. (irmly Lemmings influenced. 
TrOddlcrs adds to the DMA classic by introducing a 
number of dHrlerenl level objectives. If anything it 
owes a little more lo Solomen a. Key man Lemmings 
with its emphasis on block manipulation as a means 
to fluldinfl the TrcuMlers to the level exit. 



Vroom 



Publisher 


Lankhor 


Issue Reviewed 


April 199S 


Memory 


51 ZK 


Price 


£19.99 



Sadly overlooked In We heo-haroyet F1GP. Vroom 
(which came out a little earlier than (he MicroPro** 
game] is an exciting polygon-based racer that make* 
up lor what il lacks in depth with a nifty turn of speed 
and huge run racier, And ;.i nice touch is vGu can even 
see your hands turning the steering wheel lor once, 



Wizkid 



Publisher 


Ocean 


Issu* Reviewed 


June 1992 


Memory 


S12K 


Price 


£25,99 



Without a doubt the best game that Ocean has 
released in a long while. Wizkid also happens to be 
it* rn04l Original (all thanks to those crazy (unstsrs at 
Sensible Software). On 1hi^ surtact it looks Ilk* ■ 
simple Breakout-inspired arcade same, but Ihete is In 
fact a wacky arcade adventure lurking beneath. Fun! 



87% 



Titus the Fox 



Space Crusade is actually one board game that 
deserved IS be tomputBrised. II removes all the fiddly 
moving plastic figures about business* lhat mad* the 
cardboard version a chore to play. The isometric 
combat sections add to the already tense atmosphere 
and make this game a highly enjoyable experience, 




85% 
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87% 




Publisher 



Titus 




Issue Reviewed April 1992 
Memory 51 2 K 

Price £25.99 

Another platform game with Sonic overtones thai 
certainly hits the mark, Titus is a huge and original 
na mc with some unique features (the Magic Carpet in 
particular I. Ejdremely last and lurious, although the 
size of the levels is offset by the occasional paucity dI 
baddies actually patrolling them, 



Ultima VI 



Publisher 



Origin 



Issue Reviewed June 1992 

Memory 1 Mb 

Price £31,99 

The latest (and possibly Ihe last, on Amiga al least) in 
the long line of quality RPGs, Ultima VI is by far the 
test of the series*, beaslirva attractive if diminutive 

graphics, incredibly involved plotlines and buckets of 
atmosphere. Hoi everybody s cup of tea but art 
impressive larcwcll (?) to say the least. 

Wing Commander 

Publisher Origin 

Issue Reviewed November 1992 

Memory 1 Ntb 

Price £29.99 

It * the PC'tO'Amiga conver *»on no-one thought w e'd 
ever ***, but here il is a-nd it's not half ftad- II'* got 

everything the PC version had and' is thus just as 
impressive, Although the 3D can be sluggish at times, 

the superb feeling of actually taking part in a big space 
campaign pulls you through the occasional lulls. 



Zool 



Publisher 



Gremlin 



issue ffevic-wed October 1992 



Memory 
Price 



1Mb 

.£25.99 



Gremlin certainly cooked up a character lo rival even 
Mario and Sonic in this tribute' lo ttia sad consoles. 
Fast, furious and manic in every way, Zooi is a 

statement lo industry that Ihe Amiga can perform a* 

well a* the plaslic slabs - and better! There's nothing 
like Zool lo impress your mates. 






COMPETITION 

The Games Index may be dead and buried but the competition lives on, except now it's 
called the Recommended Compo (of course). As before, there are ten copies of some abso- 
lutely mind-blowing software just begging to be given away to ten readers who can work 
out the answer to the following brain teaser... 

What is the AVERAGE mark of all the games we've Recommended this month, 
rounded up to the nearest whole number? 

Answers, as the cliche goes, on a postcard or back of a sealed envelope to the following 
address: Recommended Compo 1, THE ONE, Priory Court, 30-32 Farringdon Lane, London 
EC1R 3AU. And remember to be snappy with your entries, as it's the first ten we receive 
which'll win a software prize! Good luck! 
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HO! HO! HO! 



Can you believe that it's nearly Christmas again? Actually, here at The One, we 

can because we know what's going to be in the next issue and - by crikey! - it's 

got to be the best present you'll be getting this year. Just cast your eyes over 

this little lot... 

• A SPECIAL CHRISTMAS GIFT! 

Yes, it's true, we've got a little something up our sleeves that'll keep you 
chuckling all the way through the festive season, right into the New Year and 

probably onto the Christmas after! 

• THE MAGNIFICENT SEVEN RIDE AGAIN! 

There's been some exciting developments on the Amiga scene in the last few 

months, what with the appearance of the A 1200 and the A570 CD-ROM drive. 

So, once again we take seven self-opinionated programmer-types, ply them with 

loads of free booze to further loosen their already-willing tongues, set the tape 

recorder rolling at arm's length and stand well back. And remember - do not 

return to a programmer once lit. (Wrong month - Ed.) 



• THAT WAS THE YEAR THAT WAS! 

The One team take a step back and and review what happened on the Amiga 

games 'scene' over the last twelve months. All the major software companies 

will be quaking in their festive boots as we hold a special games ceremony to 

rival the Hollywood Oscars in which we award gongs to the goodies and 

brickbats to the baddies. 

■CHRISTMAS REVIEWS BONANZA! 

Street Fighter 2, Desert Strike, The Chaos Engine and Gunship 2000 are just a 

few of the definites up for review next month, and there will be plenty more 

besides. So don't stuff your list to Santa up the chimney until you've seen our 

definitive low-downs! After all, you know The One to trust. 






•1 



THE ONE 




January Issue on sale December 21st 
It's like Christmas coming four days early 
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OCEAN SOFTWARE LIMITED 



Once again, "the WWF* Superstars unite for ttie Grand European Rampage* Tour. 

joinyourfavourites, Hulk Hogan- Ultimate Warrior 

and many more, as they travel across Europe to square off in the ring 
against tag teams like Natural Disasters 
T and the Nasty Boys. 

Watch them in the Squared Circle. Follow them to the Grand Finale Match at 

Madison Square Garden in New York City. 

Test your strength and skill. Work with your team-mate to 

achieve the ultimate goal - the 

European Rampage* Tog Team Title. 
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